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All Change... 


Blimey, it’s all change around 
here! You will have by now 
learned of the emerging 
Fanatic empire of which the 
Journal is the flagship. Andy 
Jones is off to enter the 
chamber of the High Lords of 
Terra whilst games developer 
Jervis Johnson will take on the 
mantle as the High Inquisitor. 
Fanatic incorporates all of 
those other glorious 
magazines: Firepower, 
Deathblow, Town Cryer, Gang 
War and the Blood Bowl 
Compendium all of which, 
through sheer weight of 
demand, are to become 
regular magazines and will 


Steve’s 


continue to give support to 
those secondary games 
systems that you know and 

The Journal is getting a much 
needed face-lift too 
(unfortunately the editor 
isn’t!) as of next issue. To 
launch this cool new Fanatic 
look the Journal will grow in 
size similar to Inferno (there’ll 
be slightly fewer pages but 
they will be bigger!) and the 
price will drop to £3.50 now 
that can't be bad, can it? The 
Journal will continue to be 
your favourite hotbed of 
heresy and insanity and will 
continue as the mag written by 
gamers for gamers. There will 
be more of an emphasis on 
Warhammer and Warhammer 
40,000 and those more 
obscure games that aren’t 
covered elsewhere by Fanatic 
Press: Gorkamorka, Space 
Hulk etc. The Journal will also 
be the best place to find your 


Slot... 


model conversions, dioramas, 
terrain articles and club info. 
Phew! We’ve certainly got our 
work cut out for us. 

Right that’s enough waffle, 
what about this issue? Well, 
we've raided the desks of Gav 
Thorpe and Andy Chambers to 
bring you some genuine 
Chapter Approved scenarios 
for Warhammer 40,000, there’s 
a stompin’ Batdefleet Gothic 
campaign, modelling 
workshop returns showcasing 
the incredible talents of Sean 
Patten, the Orky Fighta- 
Bommer drops in from 
Imperial Armour and there's 
some seriously strange goings 
on with Squigs in ‘A Day at the 
Races’. All of that plus your 
usual rants in mailbag, 
tournament reports, scenarios 
and stuff. 

Read on, you know you love it! 

SreVe 


• COMING NEXT ISSUE... 

• Gav Thorpe’s new Eldar Harlequin army list for Warhammer 40,000. 

• The Imperial Lightning Attack Fighter ready to take on those Orky Bommers from last issue, the 
latest from the forges of Imperial Armour. 

• Rules for fighting batdes of Warhammer underground. 

• Dok Butcha returns with more cool modelling conversions and tips. 

• More great new scenarios and house rules to keep you gaming into the small hours. 

Available MAY Price £3.50 (UK) $6.95 (US) 


For updates on all Black Library releases check out http://www.blacklibrary.co.uk 



leg/vl stuff cgop/mghts m tmdemaws) 


ARCHON 
Andy Jones 

EDITOR 

Steve Hambrook 

HAEMONCULUS 
Marc Gascoigne 

GROTESQUES 
Warwick Kinrade & 
Darius Hinks 


CITADEL JOURNAL 
CONTENTS 


Down Amongst the Dead Men 

The Adeptus Arbites have their hands full against. 

Chapter Approved Scenarios 

From the files of Chapter Approved come three m 



















•WARHAMMER 
MONTHLY 31 



In this month’s action-packed anthology of tales from the dark 
and gothic worlds of Warhammer and Warhammer 40,000, ‘ 

scurrilous mercenaries Ulli & Marquand setde a score in 
Mordheim - City of the Damned. The legendary Hellbrandt Grimm is caught up in a 
wicked tale of deceit and betrayal as an ancient burial mound is unearthed. In Dan Abnett' 
Titan, the intrepid Warlord crew come face to face with the utterly alien Eldar. Gordon 
Rennie’s Bloodquest sees Leonatos and his exiled Space Marines near the end of their 
titanic quest - but first they must face their greatest fears in the insane labyrinth of 
Tzeentch. Finally swashbuckling bounty hunter Kal Jerico sticks to his guns in Code of 
Honour. All this plus features, competitions, readers’ offers and more. 

Available June Price £2.00 (UK) • $2.95 (US) 


• PLANET KILLER 1 

Hot on the heels of Warp Storm, Planet Killer, is the newest 
fanatic press publication for the storming Battle Fleet Gothic 
game. 

Planet Killer's launch issue blasts off with: 

• New rules for featuring the leviathan Eldar Craftworlds in 
your games 

• The awesome Ramifies Class Star Forts and Fr'aal Battle 
Cruisers 

• Blood for the Blood God - Launch your own black crusade 
with the new Chaos Space Marine fists 

• New special scenario ‘The convoy to Mars'. 

• Large scale conflict in the Corriba Sector Campaign, 
including the Invasion of Phillipa II. 

All of this plus The Planet Killer Competition win entire fleets of ships for BFG worth 
hundreds of pounds, imperial battle tactics, gamers letters and much more. 

Available 22nd May Price £2.75 (UK) ' $4.99 (US) 

For updates on all Black Library releases go to http://www.blackiibrary.co.uk 







BATTLEFLEET 

GOTHIC 


Severed Dreams 

A campaign for Battle Fleet Gothic 
By Matthew Sprange 



I’m Matt, and I am a 25- 
year old Computer 
Engineer from Swindon 
who spends FAR too much 
time in the Warhammer 
40,000 universe. I have a 
veritable legion of Dark 
Angels, ably supported by 
the Sisters of the Argent 
Shroud, though 1 have 
diverted a little into Eldar 
and Necrons of late. For 
Battlefleet Gothic I have a 
very large Imperial fleet, 
together with a few 
Slaaneshi ships to provide 
some ‘sport’, though I plan 
to beat my friend at his 
own game and start 
collecting Eldar soon. Epic 
40,000 also gets a look in 
from time to time and I am 
trying to piece together a 
campaign that combines all 
three games into one epic 
struggle! 


Severed Dreams is a more 
advanced campaign for 
Battlefleet Gothic, depicting 
the struggle of a human 
colony striving for 
independence from an 
oppressive Imperium. Please 
note that the primary aim of 
this campaign is to provide 
players with a series of very 
exciting and intense games, 
rather than trying to be fair. 
That said, either side can win, 
it all rests on how well you do 
in the early battles! 


Euripedes IV orbits Verdana 
VII, a litde explored planet 
with litde potential for 
supporting life or mineral 
wealth. The station serves as a 
trading post and stop off 
point for ships travelling to 
and from Verdana VI a well 
populated agricultural world 
with large, but few cities. The 
Verdana system overall is not 
a wealthy one, but it has 
suffered the predations of 
pirates from neighbouring 
systems and even small Chaos 
fleets from time to time. Ork 
pirate fleets, in particular, 
have been on the rise over the 
past few years and so the 
Euripedes IV was granted with 
an upgrade of weaponry, 
giving it the capability to 
stand up to most war ships, 
let alone the primitive ships 
the Orks typically use. The 
station is far too valuable to 
the Imperium to let any harm 
come to it, particularly as it 
can also serve as a Navy repair 
and re-arming outpost. 

Captain Leigh took command 
of Euripedes IV just a year ago 
and was welcomed by all the 
civil fleets that travel through 
the areas of space that the 
station protects. He made a 
name for himself in the Corin 
system as the commander of a 
squadron of Sword-class 
Frigates when he spent 
several years chasing the fleet 
of Ork Warlord Grimtoof out 
of Imperial space. On 
receiving his promotion to 
Captain of Euripedes iy Leigh 


immediately began to make 
the station work the way he 
wanted it. Trade, particularly 
amongst alien races, was 
encouraged and any 
marauding raiders were 
quickly driven away by the 
station’s small fleet of escorts, 
usually under the direct 
command of Leigh himself. 
That was when the rumours 
started. A few of his officers 
made the suggestion that 
Leigh was being far to lenient 
with the alien races, that he 
was not putting humanity 
first. Many of the races were 
openly welcomed by Leigh 
and encouraged to trade, not 
with just the Imperium, but 
with each other. Euripedes IV 
thrived under this system, as 
many traders were coming 
from light years away, though 
the other officers pointed out 
that if trade was only 
permitted with authorised 
merchants from the 
Imperium, a greater profit 
could be made. Captain Leigh 
immediately arranged for 
these officers to be reassigned 
elsewhere in the Imperial 

However, the Imperium is a 
huge place and if one of its 
station commanders was a 
little eccentric, what did that 
matter whilst open warfare 
was waged in neighbouring 
sectors? Trade in the system 
had nearly doubled and pirate 
fleets all but vanquished since 
Captain Leigh had taken over. 





Severed Dreams 


The Priesthood on Terra were 
satisfied. 

This all changed when a civil 
uprising occurred on Verdana 
VI. A blight had settled on 
many of the crops on the 
southern continent of the 
planet which, for an 
agricultural world, was very 
serious indeed. Captain Leigh 
immediately began to 
organise food drops with the 
many traders on his station, 
but he was too late to stop 
the riots that swept through 
the southern cities. The 
population panicked when it 
was realised that food might 
become scarce within months. 
Unfortunately for the citizens 
of Verdana VI, a small 
Imperial fleet was just leaving 
Euripedes IV at that time and 
it was duly dispatched to 
quell the uprising. Seeing 
little of value on the planet 
beneath him, the Admiral in 
command ordered his ships 
to commence bombardment 
of the most heavily populated 
city on the southern 
continent. Within just a few 
hours, the entire city, and its 
population, had been razed to 
the ground. The rioting across 
Verdana VI halted almost 
immediately. 

When reports of what the 
Imperial fleet had done began 
to reach Euripedes IY Captain 
Leigh was incensed. Millions 
of people had been killed in 
an instant by an ignorant 
Imperial officer who had 
refiised to understand the 
citizens concerns. After all, 
these people only wanted 
food. It was said that when 
Leigh first heard the news, he 
had stormed off in a dreadful 
rage. When he finally calmed 
down, he announced that he 
could not tolerate such brutal 
actions from an uncaring 
Imperium. He declared that 
Euripedes IV was seceding 
from the Imperium and 


would become an 
independent state in the 
Verdana system. On learning 
of Captain Leigh’s treachery, 
the Imperial war machine 
began to swing into action, 
ready to oust the traitor from 
his fortified station... 

Scenario One: 

No Return 

The Imperium immediately 
set up a blockade around 
Euripedes IY blocking any 
ships from entering or leaving 
the station. A lot of the 
traders, some of which were 
litde better than pirates, were 
experienced at avoiding such 
attention and a lot of the 
smaller ships slipped through 
before the blockade was 
properly in place. Captain 
Leigh knew that the Imperium 
had the capability of 
suffocating his supply runs as 
they built up their forces for a 
major assault on his station. 
He paid a huge amount of 
money from the station's 
funds to a few of the traders 
in exchange for much needed 
supplies - food, fuel and 
weaponry. He also guaranteed 
their ships protection and 
detached a large portion of 
the station’s defence fleet to 
protect these vital transports. 
The Imperials very soon saw 
the small fleeting amassing 
and sent their own ships to 
destroy the transports. 

FORCES 

Euripedes IV: 300 points of 
Escorts, no Fleet Commander, 
6 Transport Ships. 

Imperium: 300 points of 
Escorts, no Fleet Commander. 

BATTLEZONE 

Deep Space. 

SET-UP 

Despite the differences in 
fleet composition, the set-up 


for No Return is identical to 
Scenario Five, Blockade Run 
in the rulebook, with the 
forces of Euripedes IV as the 
fleet trying to break through. 

FIRST TURN 

Both players roll a dice and 
the player with the highest 
score may choose to go first 

GAME LENGTH 
The game ends when all six 
Transport Ships have either 
escaped or been destroyed. 

VICTORY CONDITIONS 
The fleet from Euripedes IV is 
trying to keep all its 
Transports safe, whilst the 
Imperium tries to destroy the 
supplies that are on route to 
the station. The forces 
Euripedes IV has in the next 
battle will depend on how 
many of the Transports are 
able to escape. 

Battle two: From 
Ashes to Ashes 

Morale had sunk to an all 
time low on Euripedes IY 
After all, they had just taken 
up arms against the Emperor 
of Mankind and retribution 
was sure to come. By this 
time, a few of the food 
transports that Captain Leigh 
had arranged for Verdana VI 
had begun to land on the 
planet and the people there 
were grateful. Leigh realised 
that if he could just prove that 
his rebellion had a chance, 
not only would the people on 
the station start to back him 
all the way, but the citizens of 
Verdana VI may come to 
support him as well. If that 
happened, Leigh would have 
the resources of an entire 
planet with which to hold 
back the forces of the 
Imperium. He started to 
search for a means to provide 



Severed Dreams 


this morale boost. He needed 
to find a victory. Within days, 
he had found it. The Imperial 
fleet had started to get over 
confident with its blockade, as 
more ships were added and 
the blockade became much 
harder to breach. 

The Imperial fleet knew that 
Leigh only had a small 
defensive fleet of escorts 
under his command and that 
he could not afford to lose 
them as they would be 
needed to help fend off the 
assault on Euripedes IV The 
few of Leigh’s escorts that had 
been sent to watch the 
Imperial line reported that a 
single Cruiser had been 
separated from the bulk of the 
fleet. No doubt the Imperial 
Admiral believed that a single 
Cruiser was more than 
enough to overcome any 
resistance it may face from 
Leigh’s small fleet. Captain 
Leigh leapt upon the 
opportunity. He gathered as 
much of his small fleet as he 
dared risk and sent them to 
strike at this unprotected 
Cruiser. If his people needed 
a victory, then surely the 
destruction of a major 
Imperial warship would be it! 

FORCES 

Euripedes IV: Dependant on 
the amount of Transport Ships 
that survived in No Return: 

0-2 Transports survived - 150 
points 

3-4 - 200 points 
5-6 - 250 points. 

Escorts only, no Fleet 
Commander. 

Imperium: One Cruiser of up 
to 200 points. 

BATTLEZONE 

Deep Space 

SET-UP 

This is a standard Cruiser 


Clash, as shown in the 
rulebook. 

FIRST TURN 

Both players roll a dice and 
the player with the highest 
score may choose to go first 
or second. 

GAME LENGTH 
The game ends when one side 
has either been completely 
destroyed or disengages. 

VICTORY CONDITIONS 
The fleet that destroys its 
enemy or forces him to 
disengage is regarded as the 
winner in this battle. 

Battle 3: 
Fortifying the 
Alliance 

The citizens and indeed, the 
Governor, of Verdana VI were 
sympathetic to the cause of 
Euripedes IV After all, Captain 
Leigh’s arrival had chased out 
all the pirates and raiders that 
used to lurk within the 
system, making space travel 
throughout the entire system 
safe and they were all very 
grateful for the food drops 
that Leigh had arranged. The 
Imperium had shown them 
no mercy, but Leigh had been 
there when they most needed 
it. Now that Euripedes IV was 
clearly in trouble, the entire 
planet felt obligated to help 
and so Verdana VI declared 
for Leigh’s cause. The 
Imperium’s response was 
swift and predictably brutal. A 
small fleet was dispatched to 
the rebellious planet with the 
intention of wiping Massai, 
the planet’s capital, off the 
face of the planet. Captain 
Leigh was joyful when he 
heard that Verdana VI had 
declared for him, though he 
knew exacdy what the 
Imperial response would be. 
He could not afford to lose 

6 


his great ally at this stage and 
so once again, he gathered his 
fleet, this time with the 
intention of saving the 
millions of lives within Massai. 

FORCES 

Euripedes IV: 500 points of 
Escorts and Light Cruisers, 
plus all the surviving Escorts 
that survived Ashes to Ashes. 
Verdana VI has three Orbital 
Weapons Platforms positioned 

Imperium: 500 points, plus 
the Cruiser from Ashes to 
Ashes, if it survived. If used, 
the Cruiser retains all damage 
it received in that batde, 
though any repairable Critical 
Hits will be fixed. 

BATTLEZONE 

No Celestial Phenomena. 

SET-UP 

The two fleets are set up as in 
Cruiser Clash, with the 
medium-sized planet of 
Verdana VI positioned in the 
middle of the table, direcdy 
between the two fleets. The 
city of Massai is located on the 
side of the planet facing the 
forces of Euripedes IV The 
Orbital Weapons Platforms 
may be positioned by the 
Euripedes player anywhere 
within I5cm of the planet. 

FIRST TURN 

Both players roll a dice and 
the player with the highest 
score may choose to go first 
or second. 

GAME LENGTH 
The game ends when the 
Imperial fleet has been 
destroyed or when the city of 
Massai has been razed to the 
ground. 

SPECIAL RULES 
The city of Massai must be 
destroyed by the forces of the 
Imperium. It may only be 
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attacked by a ship that is in 
orbit of Verdana VI and is 
counted as having Damage 8 
and Armour 6+. 

VICTORY CONDITIONS 

The city of Massai is the key to 
this battle. If the forces of the 
Imperium destroy the 
rebellious city, they will have 
crushed almost all hope for 
Captain Leigh’s revolution, 
whereas if the city survives, 
the entire planet will support 
Euripedes IV The final battle 
will depend a lot on what 
happens here, so fight hard! 

Battle 4: 

Severed Dreams 

The Imperial Admiral knew 
that time was going to run out 
sooner or later. If the entire 
Verdana system could be 
made to turn to Captain 
Leigh’s cause, it was anyone’s 
guess to how far his influence 
extended to the traders and 
alien races that regularly 
visited the station, or even to 
neighbouring systems that 
could turn sympathetic to the 
rebellion, not to mention the 
thrice-damned Eldar that 
Leigh had apparently 
befriended. The assault on 
Euripedes IV the battle that 
Captain Leigh had been 
dreading, was about to start, 
reports came in quickly to the 
station of the Imperial fleet 
massing for the attack and it 
was known that the Admiral 
had already requested 
reinforcements from his 
Sector Command to make his 
victory overwhelming. The 
station’s personnel, now 
almost fanatical in their 
loyalty to Captain Leigh, 
began hurried preparations to 
the defence of Euripedes IV 
knowing their chances of 
success were small, but aware 
that if they could win just this 
one battle then it could well 
be many years before the 


Imperium was able to mount 
another attack. Captain Leigh 
seemed to be everywhere on 
the station, promising victory 
and bolstering the morale of 
those under his command. He 
had hurriedly sent a distress 
call to his former Eldar allies 
and prayed that their forces 
would rush to his aid with all 
haste, though he could not 
know whether they would 
appear in time to swing the 
batde. 

FORCES 

Euripedes IV: The Euripedes 
IV Station is used in this 
battle, commanded by 
Captain Leigh. To aid its 
defence, the station will have 
2 Cruisers of up to 200 points 
each and all the surviving 
ships from Fortifying the 
Alliance, if the Euripedes 
player won the last battle. If 
he lost, he will only have the 
station and the meagre 
defence fleet it is able to pull 
in from patrol - 150 points 
worth of Escorts. The Eldar 
are racing towards the 
engagement with 500 points 
of Eldar ships chosen from 
the fleet list. 

Imperium: 750 points, plus 
all the surviving ships from 
Fortifying the Alliance. In 
addition, the Imperium has 
dispatched an extra Cruiser 
worth up to 200 points as a 
reinforcement that is heading 
for the engagement. 

BATTLEZONE 

Outer Reaches but ignore any 
result that places a planet on 
the table. 

SET-UP 

The two fleets are set up as in 
Cruiser Clash, with the 
medium-sized planet of 
Verdana VII positioned in the 
Euripedes player’s set-up 
zone. The Euripedes IV 
Station may be placed 


anywhere that is within 15cm 
of the planet and inside the 
deployment zone. 

FIRST TURN 

Both players roll a dice and 
the player with the highest 
score may choose to go first 
or second. 

GAME LENGTH 
The game ends when either 
the Imperial fleet has been 
destroyed or Euripedes IV has 
been boarded. 

SPECIAL RULES 
For this battle, the players will 
need to keep track of the 
turns. At the start of the 
fourth Imperial turn, the 
Imperium's reinforcing 
Cruiser may be brought on 
from their table edge. After 
this, the Euripedes player rolls 
a dice at the start of each one 
of his turns. On the roll of a 
5+, the Eldar fleet arrives to 
reinforce Euripedes. The 
entire fleet appears through a 
previously unknown and 
invisible Web Way and must 
be placed anywhere within 
30cm of Euripedes IV As soon 
as they appear, they move and 
fight normally. To capture 
Euripedes IV the Imperial 
player must ‘destroy’ the 
station, reducing it to 0 
damage points through a 
boarding action. Damaging 
the station beforehand with 
weaponry to ‘soften’ them up 
is fine, but both sides need to 
keep Euripedes IV intact. 

VICTORY CONDITIONS 
If Euripedes IV survives the 
Imperial assault, it will 
become a symbol of light in 
an otherwise bleak universe, 
serving as a rallying cry all 
across the sector to the 
disillusioned masses. 

However, if the Station falls, 
the Imperium can rest safe 
knowing another rebellion 




Commanded by: Captain Leigh: Leadership 


Build your own 
Starfort 

Well, it all started when I 
entered the Gothic War 
campaign weekend. The 

I Mail Order stand had a 
deal on various planetary 
defenses, but there was a 
weeks delay on delivery. I 


they arrived 1 could not 
remember how they were 
put together by the Mail 
Order team. So, I started 


(Left and below) Matt’s 
Euripedes IV starfort - 
note the refuelling 
cruiser. 














against the Master of Mankind 
has been crushed - Imperial 
justice prevails! If the forces 
of the Imperium accidentally 
destroy Euripedes IX then the 
entire campaign will be a 
draw. Obviously, the station’s 
cause will be lost and the 
Imperium will have lost a 
major station in a dangerous 
area of space. 

AFTERMATH 

The campaign need not end 
with Severed Dreams. If the 
station is captured. Captain 
Leigh will not even get the 
benefit of a trial and be 


summarily executed, though 
the Eldar and pirates are likely 
to plague the sector again. If 
Captain Leigh retains control 
of his station, things could go 
one of two ways. First, the 
galaxy is a huge place and it 
may be many years before the 
Imperium is able to spare the 
ships for an overwhelming 
assault to remove the 
traitorous Captain. During 
this time. Captain Leigh will 
bolster the defence of 
Euripedes IX perhaps making 
alliances amongst the alien 
races that visit the station. 
Perhaps he will attempt to 


extend his control further and 
set about freeing 
neighbouring systems from an 
oppressive Imperium. Or 
maybe the Imperium will just 
send a large fleet with orders 
to bombard the station into 
twisted metal. The Severed 
Dreams campaign ends with 
the fourth battle, but there is 
no reason why you should 
not take the characters and 
ships that have been through 
the conflict and start to create 
your own legend of Euripedes 
IX 



CHECK OUT HOT FROM THE FORGES 
| (PAGES 57-61) FOR SOME COOL FLEET | 
DEALS FOR YOUR GAMES OF BATTLE 
FLEET GOTHIC. 


Da Rook Boyz 

Have you got a rules query? Do you want to 
know if we still have classic Citadel 
miniatures available? If the answer to both 
these questions is ‘yes!’ or if you want to 
discuss any aspect of the Games Workshop 
hobby you should contact the Roolz Boyz, 
today! 


Da Roolz Boyz 
Games Workshop Ltd, 

Willow Road, Lenton, Nottingham, NG7 
2WS 

Telephone: 0115-91 40 000 

Lines are open 6am-midnight 
7 days a week 


G£TCM 

MTZ on OUN 

PN£- 

NELEESEZ/ 

Da Trollz are 
always floggin off 
brand new minis 
before they’re 
available in the 
shops, so why not 
give ’em aring and 
find out what’s on 
pre-release. Pre¬ 
release miniatures 
are very litnited so 
you’ll have to be 
quick! 
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Down amongst the Dead Men 

A Necromunda Scenario 

By Greg Smith and Charles Lister 



_ . Ambuils made short 
), and for that event, wreak his revenge on the work of several Judges and if 

icocted the following Hive. Several settlements were it had not been for the arrival 

- using our quickly overwhelmed, the of a local gang, who had 

_ns Escher Gang, a lucky ones being killed, the recognised the danger to theii 

nount of Zombies and others joining the increasing own territory and families, 

;ally old Judge and mass of walking dead. Only a they would have fallen too 


in his path of Vengeance a 
the Judges and Gang warn 
stop him dead - literally if 


figures. Although initially 
daunted by the wonderful 
display at the event, once we 
got started it all seemed to go 
well - especially as we were 
kindly supplied with rations!! 









fencing, barbed wire, 
obstacles and the like to mark 
the defensive wall, and one 
large building to represent 
the remnants of the 
Checkpoint building. 

More buildings should be 
placed at the rear of the table 
to represent the outskirts of 
the settlement. 

GANGS 

The Adeptus Arbites (Judges) 
set up first, in or within 6" of 
the checkpoint building, the 
Bike is not moving at the start 
of the Game. 

Karloth Valios, an Ambull and 
2D6+6 Zombies enter on the 
first turn. 

The Gang Members arrive on 
their first turn. 

Additionally, Karloth’s player 
should roll ld6 at the start of 
each of his turns - that many 
additional Plague Zombies 
arrive and enter on his table 
edge. As long as Karloth is 
not Out of Play this roll is 
made - even if he is down. 
Once he is Out of Play no 
more Zombies arrive. 

STARTING THE GAME 
Karloth takes the first turn 
and enters with his horde of 
Zombies and one Ambull, 
anywhere along his table 
edge, moving as normal, he 
and/or the Ambull can 
run/charge if they wish, 


subject to normal rules. 

Plague Zombies move 2D6" in 
the normal fashion, unless of 
course they start within 9” of 
Karloth, when they roll 3D6” 
and pick the two dice for their 
move distance. 

The Judges take the second 
turn and the Gang move onto 
the table (same rules as 
above) at the same time. For 
the purposes of this scenario, 
the Judges and Gang take the 
same turn. 

ENDING THE GAME 
If the Judges are all killed (or 
down) and the Gang has 
Bottled (or all dead/down), 
the games ends, similarly if 
Karloth and all his minions 
are destroyed (unlikely). 
Otherwise the game ends 
when both players have taken 
eight turns, when Adeptus 
reinforcements arrive. 


EXPERIENCE 

The usual experience awards 
apply: 

+d6 survives, 

+5 per wounding hit, 

+10 to Gang Leader if meets 
objectives (see below). 

In addition the following 
awards are made. 

+5 for surviving h-to-h 
combat with a Ambull (per 
round), 

+10 for killing an Ambull. 
OBJECTIVES 
The Gang leader needs to 
stop the Zombies and in the 
best case, keep at least one 
Judge alive to reap the 
rewards. Should at least one 
Judge be alive AND the gang 
did not bottle out the 
defending leader receives +15 
Experience and may have 
either Watchmen Status (see 
Outlanders p8) or an 
additional territory of his 
choice. 

Should the Gang NOT botde 
out but the Judges are all 
killed (not just down) the 
leader gains +10 experience 
and a +2 modifier on the 
Outlaw table (for next 2d6 
games) or 2d6xlO credits 

Should the Gang Bottle Out 
there is no additional 
rewards. 
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1. Karloth 

Rules for Karloth and Plague 
Zombies can be found on 
page 80 and 28, respectively, 
of Outlanders. 


2. AmbuUs 

Natives of the dangerously hot 
polar rock deserts of Luther 
McIntyre IX, attempts at 


in them being found on many 
planets in the Imperium. They 
have huge barrel chested 
bodies and ape like stance. 
Both the legs and the arms 
end in iron hard claws used 



M WS BS S T W I A Ld 
6 5 0553538 

AmbuUs are huge ferocious 
creatures that cause Fear and 
due to their size and power 
do not suffer from pinning. 

As they have Strength 5, 
opposing armour rolls are at 
-2 to save. 

3. The Judges 
The Adeptus presence at the 
Checkpoint is represented by 
several Judges, one of which 
is a patrol judge on a bike. 
None of the Judges have to 
take ammo roUs as their 
equipment is well maintained 
and supplied. The Sanctioned 
Psyker does not have to make 
roll on the Perils of the Warp 
table if he roUs a 2 or a 12, 
but her powers are then 
exhausted for the rest of the 
game - on a roll of 2 the 
power can be used as normal 
for that attack. 

Judges (Adeptus Arbites) 

M WS BS S T W I A Ld 
4 4 4431418 


Standard Equipment: Bolt 
Pistol, Boot Knife, equivalent 
of Carapace armour (4+). 
Standard Skills: True Grit. 

In addition: The two Street 
Judges, Joe and Armitage, 
have Crack Shot, Rapid Fire 
(Bolt Pistol) and the Iron Jaw 
skiU (or chin). 

The Sanctioned Psyker , (or 
Psi-Judge) Cassie, has Dodge, 
Step Aside and the Psychic 
powers: Mental Assault, 
Mental Strength and Zen 
Shootist 

The Patrol Judge is on a Bike 
(See Gang War 1 for rules, 
what do you mean you 
haven’t got it?) which has a 
autocannon on a centerline 
mount (fixed forward 90° arc) 
and he is additionally 
equipped with a shotgun with 
Solid, Scatter, Hotshot and 
Bolt ammunition. 

Note: As you may have noted, 
these rules are NOT those 
officially created for the 
Adeptus, (as seen in Battles in 
the Underhive). We were 
using our old Judge Dred 
figures - and these rules take 
account of that - should you 
wish to use the “standard” 
Adeptus rules you may wish 
to increase the horde and/or 
not use the gang. One 
rationale (if you need it) is 
that these are actually 
auxiliaries recruited from the 
Hive - hence the sanctioned 
psyker- to help bring the 
Imperial Law to the lower 
depths of the Underhive - or 
like us you can use them 
because they were what we 
have and they looked good. 

In the same way you may 
notice, if the photos come 
out, that we used Kaleb Dark 
for Karloth - for the same 
reasons. 

4. General 

Between the horde, the 
checkpoint and the 
settlements beyond is a 
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defensive fence/barrier, a bit too quickly as we had two 

mixture of formerly powered Ambulls and the Gang did not 
fence (now off-line), barbed arrive until turn two. This 


departed (and consumed 


There is only a small entrance 
gap as depicted on the map. 

A figure that starts their 
movement turn in contact 
with the barrier/fence may 
spend all their movement to 
clamber over/through. The 
fence/barrier provides cover 
as normal. (-1 to hit if firing 
through, negated if standing 
against it.) 

ADDITIONALLY 
When we played it at the 


very brutal fight in the 
checkpoint building, the 
Judges were slaughtered, 
leaving the Gang alone to 
fight the horde - which was a 
great fight - but somewhat 
worrying for me running my 
Escher Hell-Kats!! 

I lost a juve and a Ganger 
(and counted myself lucky), 
but Callisto with her swords 
once again cut a swathe 
through the Zombies - 
swords have OFTEN been a 










ARCHIVING SERVICE 


The Mail Order Trolls have compiled a complete / 
listing for all the articles that have been / 

published in previous Journals. Where a 

certain Journal is no longer available, / 

you can order photocopies which are / 

\ sent to you in a dust-proof plastic / 
e*® 1 \ wallet by first class post. So, if / •' .■?.? , 

\ you're kicking yourself for 
\ missing the rules for the Undead 
\ Plague cart or the Norse Army list for 
\ Warhammer, or even if you want to know if there have 
\ ever been rules written for Dwarf Acrobats! All you have 
\ to do is give the Ladz at Mail Order a call on 0115-91 
\ 40000 (phone lines are open from 7.00 am til 

\ midnight) and they'll tell you which articles appeared 
\ in which Journals, availability and prices of them. 
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Win £100 worth 
of Space Marines 

To enter all you have to 
do is send us photos of 
your modelling 
conversion or diorama, 
and a short article on how 
you made/painted it. 

The best entries will be 
featured in the Citadel 
Journal whilst the winner 
wiH get all the free 
miniatures. 

Entries can be for any 
GW game background, 
40K, Warhammer, 


the citadel 


MODELLING 

COMPETITION 


Mordheim, Necromunda, 
Bloodbow! etc. 

Send your entries to the 


address below. 






MASTER OF CHAOS 

by SEAN PATTEN 

Sean Patten is without doubt a terrain-making master. After his wonderful forgeworld 
terrain featured in Gang War 5, this is his collection of superbly evocative Chaos 
terrain. Be amazed by Sean’s prestigious talents, and there is more yet to come. 



NECROPOLIS 

Above is a long exterior shot 
of the Necropolis. This is one 
of the largest and most 
detailed pieces of scenery I've 
ever made (and Sean’s made 
a lot!) It took about a month 
to build and three days to 
paint. The main component 
was a plastic casde front from 
one of those imitation Lego 
toys. I extensively detailed it, 
including the interior. This is 
the first time I've done an 
interior for a building, and let 
me tell you, it's a lot of work! 
Although mainly a chaos 
piece, I plan to make some 
modular parts that I can swap 
in to make it look more 
Imperial- that way it can 
double as an Imperial church, 
prison or fortress suitable for 
the Adeptus Sororitas. 

Right is a close-up shot of part 


of the exterior. The spikes 
that run up the buttresses are 
rubber floor matting cut into 
strips - the floormat had a 


spiky pattern on the back to 
keep it from sliding. Dangling 
from some jewellery chain is a 
skeleton (plastic figure) 







Modelling Workshop 




actually 'sculpey' castings out 
of a mold I made myself - 
great for detailing large, flat 
surfaces. 

Above is an interior shot of 
the Necropolis. This shows 
about 2/3 of the whole thing. 
In addition to the walkways at 
the roof level, there are three 


ground level windows. Metal 
grates in the floor (barely 
visible behind a column) lead 
to the dungeon. The dungeon 
is at the bottom, of course- 
just barely tall enough for a 
Skaven to fit in. Note the 
skeleton chained to the wall, 
and the various supplies in 
storage below. 


NURGLE TOWER AND 
DAEMON 

The tower on the right is a 
converted Battlemasters plastic 
tower. I added the face, 
hanging chains, and other 
gritty bits and made it good 
and grungy (it also doubles for 
Gorkamorka scenery). The 
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THE BLACK TOWER 

The black tower (above) has 
lots of ladders, but each is 
topped with some nasty 
spikes. The disturbing 
biological shapes down the 
centre of each tower face are 
vacu-formed plastic panels 
with a very Tyranid-esque look 
to them, lyranid styling works 
great for Chaos if you just 
paint it dark enough, by the 
way. The spikes are from the 
Battlewagon Track sprues 


right. The main body are 
plastic trellis pieces (used in 
wedding decorations). The 
skulls are candle holders. The 
crow's nests were made from 
old dot matrix printer rollers. 
The spikes are wire mesh 
screening for rain gutters, cut 
to size and glued around the 
inside of the printer roller 
pieces. The rib cages at the 
base are from an old Skeleton 
Warriors toy (the jet bike, 1 
think). The cupolas on the 


front are made of plastic step 
pieces from wedding cake 
decorations. The spikes and 
dangling chain details are 
from the Chaos Rhino sprue 
(which I highly recommend 
for detailing chaos scenery). 
These pieces are ideal for 
placing at the end of bridges, 
on either side of gates, or 
anywhere your chaos heavy 
weapons troops need a place 
to hang out. 
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THE BLOOD POOL 

A rather unpleasant chunk of 
Chaos scenery. The Blood 
Pool is based on an Alien 
Queen's Lair toy, with loads of 
Skeleton Warrior bits 
(Skeleton Warriors was a 
short-lived Action Figure 
line). The spikes are 
toothpicks (cocktail 
sticks). The blood is a 
gloss red enamel paint, 
with an extra coat of 
gloss lacquer added over 
it. The poor little 
skeletons in the pool are 
Warhammer plastic 
skeletons (you'll see 
these poor tortured guys 
in all my Chaos scenery). 

Right is a back view of 
the blood pool. You can 
see more skulls- two are 
plastic novelty rings, the 
other is part of a Spawn 
Total Chaos action 
figure. The bony ribbing 
on the right is actually 
flexible tubing (for 
sheathing wiring), cut in 
half lengthwise and 


added on. I usually paint 
bones with a white base coat, 
a hasty brown wash, and then 
a white drybrush for a sharp 
finish. The chain ladders are 
made of heavy duty jewellery 
chain, with short sections of 
toothpick shoved through 


each link and painted up with 
metallic enamels. In the 
picture above you can see 
some of my Chaos Space 
Marines, this gives some idea 
of the size. A piece like this 
would make excellent terrain 
for a Dark Elf army as well. 
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CHARNEL PIT 

No self-respecting Daemon 
World should be without it's 
piles of charnel. Above is a 
shot of several pieces I made 
for “filler” scenery for a Chaos 
campaign I played (you may 
have noticed them scattered 
throughout the rest of the 
Chaos pictures). The “trophy 
rack” is made of a cut up 
Warhammer Quest arch, two 


skeletal hands from a 
Skeleton Warriors toy (no 
longer in production, sadly) 
and a length of chain 
decorated with various bones 
and bits from Spawn toys, 
such as spinal columns, a 
meathook with bloody guts 
on it, a skull, a jawbone, etc. 
Note the impaled be as tm an 
torso in the centre. You can’t 
make it out, but there's a giant 



meat cleaver imbedded in the 
bones just behind him (love 
those Spawn toys!). To the 
left you can see some 
unfortunate soul racked up 
on a wheel. 1 used an old 
plastic skeleton, a wheel from 
the skeleton chariot, and a 
toothpick to pin it all 
together. Most of the skull 
piles are from Armorcast, and 
were painted up by my friend 
Robert (who actually created 
his own skull piles using 
plaster casting and clay 
moulds he made himself!). 
Ever since seeing Star Wars, 
I've loved the image of some 
giant beast's bony remains 
bleaching in the sun. Left is a 
particularly bony Spawn toy 
that I dismembered and 
embellished in a fashion 
typical of much of my smaller 
Chaos scenery. I usually start 
with some wandering spiders, 
using a mixture of plastic 
novelty spiders and the nice 
Warhammer Quest plastic 
ones. Then 1 mount the main 
component onto a small piece 
of pressboard with superglue. 
Then, I glued some sand on 
with PVA glue, and 
superglued on discarded 
weapons, bones from plastic 





Modelling 


Workshop 
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parts), cut notches into them 
with a moto-tool, add fins to 
the base to help establish line 
of sight, and add little bumps 
to them. Then I prime them 
in white, and Paint them with 
washes primarily, and add 
rhinestones after painting. 

To really get the ridges to 
stand out on pieces like this 
while you are painting, apply 
the tan and blue washes, then 
before they completely dry, 
use a clean rag soaked in 
paint thinner to wipe away 
excess paint from the high 
areas. This is similar to 
drybrushing, but much faster 
(and more dangerous). You 
can also get interesting 



“stipple" patterns in your 
washes by applying them with 
a sponge. Amongst the bony 
chaos pieces is another Spider 
Man action figure (with extra 
limbs added from other toys) 
as my gigantic Lord of 
Change. ( He likes his gigantic 
daemons doesn 't he? - Ed) 


Such is Sean’s passion for 
terrain building that this is 
not all of his terrain 
collection. (Does the man 
never sleep?) If you would 
like to see more of Sean’s 
collection, or these pieces in 
colour then check out 
his website. 
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FEED 
BACK 

WE WANT YOU to enjoy reading the CitadelJournal as much as we do compiling it. Your 
opinions are very, very important to us. So if you have something to tell us, please send in 
this Feedback form. We read every single one of them as they come in, and we may well 
feature the best of them in ‘is there anybody out there’. 

As always, if you don’t want to mutilate the holiest of holy Gaming Tomes, Citadel Journal, 
feel free to photocopy this page or write your answers on a different sheet of paper. 

I’ve got Journals .My favourite is Journal . 

This many other people read my copies.0 □ in 2 □ 3D 4 □ 5+ □ 

I bought ’em at . I’ll buy the next one? Yes □ Maybe □ No □ 

I’ve have the Blood Bowl Compendiums Yes □ No □ I’ve have Firepower Yes □ No □ 

I’ve have Gang War Yes □ No □ I’ve have Deathblow Yes □ No □ 

I would like to see Compendiums become regular quarterly magazines? Yes □ Maybe □ No □ 
I would like to see Compendiums based on the following games systems. 



/ want Scenarios about More 

Same 

Less 

/ want House Rules about 

More 

Same 

Less 

Warhammer 

□ 

□ 

□ 

Warhammer 

□ 

□ 

□ 

Warhammer 40,000 

□ 

□ 

□ 

Warhammer 40,000 

□ 

□ 

□ 

Necromunda 

□ 

□ 

□ 

Necromunda 

□ 

□ 

□ 









And 1 also want 

More 

Same 

Less 


More 

Same 

Less 

Archives 

□ 

□ 

□ 

Mail Order Deals 

□ 

□ 

□ 

Bitz N’ Tipz 

□ 

□ 

□ 

Overwatch! 

□ 

□ 

□ 

Doc’ Butcha 

□ 

□ 

□ 

Tips n’ Tactics 

□ 

□ 

□ 

Gaming Contacts 

□ 

□ 

□ 

Warped Visions 

□ 

□ 

□ 

Is there anybody oul 

t there? □ 

□ 

□ 

Other (insert). 




I want to contribute. Please send me your Writers guidelines □ 





I have so many other things to tell you about the Citadel Journal that I’m going to use this box: 


(Out of room? Use a separate sheet of paper!) 

I am.-Age . Return this form to: 

1 live at . Citadel Journal Feedback , 

. Games Workshop Ltd, 

. Willow Road, 

. Nottingham 

. NG7 2WS 

.Post Code. UK 
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CHAPTER APPROVED 


SCENARIOS 


The Games Design department has been kind enough to pass on some of 
their huge piles of submissions to White Dwarf’s Chapter Approved. 

Of course White Dwarf doesn’t have the space for all these submissions, so 
that’s where the Journal comes in, a Chapter Approved 
overflow if you like. 

We have compiled three new scenarios for Warhammer 40,000. The first is a 
Breakthrough game for capturing a Bridgehead. The second is a small 
skirmish game, Eldar vs Space Marines, and would be great as part of a 
wider campaign or if you have limited time or models. The last is Train-Jack, 
a complex scenario involving rolling terrain and lots of special rules for 
climbing onto moving trains and the like. This just goes to illustrate the wide 
gamut of scenarios, from the simple 10 models aside to the most complex 
games. Give them a try and write into the letters page and let us, (and the 
authors) know what you think. 


BRIDGEHEAD 

by PETE LOUKOS 
SPECIAL RULES 
Bridgehead is a Breakthrough 
Mission. Use the force 
organisation charts for 
Breakthrough Missions when 
playing this scenario. (See 
page ?? of the Warhammer 
40, 000 rulebook) 

Storming your way across a 
bridge in the heat of battle is 
one of the most hazardous 
forms of assault a force can 
endure. Not only are your 
units exposed to enemy fire in 
the open, they are also 
congested in a narrow area 
where the enemy's fire is most 
effective. Most of the hazards 
of crossing a bridge under fire 
are easily handled with 
normal game mechanics. 

Some situations however 
require special rules to deal 
with the odd ball conditions 
that can arise while playing 
this scenario, notably, "What 


I'm I supposed to do when 
my vehicles get blown up on 
the bridge and now blocks the 
way for the rest of the force?" 
Originally when this scenario 
was put together it was 
heavily play tested in the old 
second addition rules. As 
most of the time destroyed 
vehicles went out of control 
and left the bridge under their 
own power this sort of thing 
was not a common problem. 
However, once in a while the 
odd ball rhino would go out 
of control forward about two 
inches and stop, blocking 
traffic in a very annoying way. 
This resulted in the pushing 
rule which allowed the player 
to use one of his vehicles 
behind the wreck to push it 
out of the way. With the 
release of the Third addition 
game some modification to 
the pushing rule had to be 
applied, so here it is. 

THE PUSHING RULE 
Whenever a vehicle is 


destroyed on the bridge in 
such a way as to disrupt the 
flow of traffic, one vehicle 
behind the wreck may be 
used to clear the bridge by 
pushing the wreck out of the 
way. To push a wreck the 
vehicle must be the same size 
or larger, (so an attack bike 
can't go pushing a Land 
Raider) The pushing vehicle 
may only move 6" on the turn 
that it clears the bridge, and it 
may not shoot any weapons 
as it is far to busy trying to 
clear the way to be worrying 
about shooting at the enemy. 
There, isn’t that easy. 

The alternative to this rule is 
to simply remove any 
destroyed vehicles on the 
bridge and assume they went 
over the side. The choice is 
yours, 1 personally like using 
wrecks as terrain and so 
favour.r the pushing rule, oh 
well that's just me. 
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BRIDGEHEAD 



SCENARIO SPECIAL RULES 

The Bridgehead scenario uses Deep Strike, Hidden set-up, Fortifications, Obstacles, 
Preliminary Bombardment, Reserves and Victory Points scenario special rules. 
















BRIDGEHEAD 


A- 


MISSION OBJECTIVE 

The attacker must establish a bridgehead by the end of the game, to do this effectively 
no enemy forces may occupy the Bridgehead zone. To better represent this in game 
terms the attacker gains an additional + 200 points if the attacker has more units then the 
defender in the bridgehead zone at the end of the game. 

The defender must hold on to his defence line at all costs giving ground only if forced to 
by overwhelming odds. At the end of the game if the defender has more units in the 
bridgehead zone then the attacker, the defender gains +200 points. 

At the end of the game add up victory points as normal. An attacker victory means that 
he has forced the defenders back and a bridgehead has been established. A defender 
victory means that the attack has failed and the attacker must find another way across 
the river. 


LINE OF RETREAT 

If any units are forced to fall 
back they will do so towards 
their own table edge by the 
shortest possible route. 
Attacking units forced to fall 
back from the bridgehead 
zone, will fall back over the 
bridge. 


RESERVES 

When the defender's reserves arrive roll a d6 and 
refer to the map to determine where they enter 
on at. Deep Strike units may appear using the 
deep strike special rules. 




DOWNED JET BIKE 

by BEN GAIT 
and SIMON HAWKINGS 
Recently my friend Simon and 
I were extremely bored, due 
to the duration of the summer 
holidays and the lack of things 
to do. So, we decided to 
design and play test a new 
Warhammer 40,000 scenario. 

It worked out quite well so we 
decided to bring it to your 
attention. Basically it is a small 
skirmish between Space 
Marines and Eldar, in which 
important intelligence is being 
fought for. Described below 
are all of the required models 
and scenery for the scenario. 
We hope that you will try our 
scenario, as we found it to be 
very exciting. 
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OVERVIEW 

An Eldar courier is on a routine mission, passing important enemy intelligence from 
one base to another. The mission involves flying through a steep-cliffed canyon. 
However, a small squad of Space Marines have found out about the Eldar's intent, 
and have decided to try and capture the important intelligence for themselves. If they 
succeed, they must then successfully get to their base, without getting killed by the 
backup squad of Eldar Guardians who have come to regain what is rightfully theirs 


ELDAR FORCE 

1 Jet bike with twin linked Shuriken 
catapults. 

Basic 10 man squad of Guardians. 
Weaponry can be chosen from the 
standard Eldar army list entry. 


SPACE MARINE FORCE 

Basic 10 man Tactical squad led by a 
Sergeant. Weaponry can be chosen 
from the standard Space Marine army 
list entry. 


SET UP 

I Set up the terrain as shown 
on the map. 

2 Set up Space Marine 
squad behind the wall. Set 
up the Jet Bike in the comer (JB 
on the map). 

3 The Eldar take the first 
turn. 


RESERVES 

If the Jet bike gets destroyed then the Eldar Guardians appear at a random point on 
the battlefield. This is done by allocated several positions a number, ranging from 1 
to 6. Then a dice is rolled. The squad must then defeat the Space Marines who hold 
the intelligence, or get to the wrecked Jet bike before them. 


MISSION OBJECTIVE 

Space Marines win by destroying the Jet bike and returning to base without all getting 
killed. To gain the intelligence, the Space Marines must go to the site of the destroyed 
Jet bike This symbolises them looking through the wreckage for the information. At 
least one Space Marine must make it off the table edge to return to base. 

The Eldar win if they make it off the board edge numbered 3 with the intelligence. This 
can be done with the Jet bike or the Guardian squad. 


GAME LENGTH 

The game lasts for six turi 
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TRAIN-JACK 

by SANDY TULLOCH 
Attacker's Organisation 
A force of train-jackers should 
include plenty of fast vehicles 
and most of your Troops 
should be in some kind of 
troop carrier or have Deep 
Strike capabilities. If you rely 
too much on ground- 
pounders you will soon find 
your forces being left behind 
as the train sweeps on. On the 
other hand some Troops will 
be vital in boarding the train 
and killing the passengers. 
Attacker's Force 
Organisation Chart 
Use the Attackers Force 
Organisation chart from the 
Raid Scenarios. 

Defender's Organisation 
Protecting the train will 
require a good mix of troops. 
Fast Attacks can leave the train 
and stop the enemy getting 
close enough to board. Heavy 
Support can try shooting 
them down before they reach 
you. But a decent force of 
Troops and Elites will be most 
useful in tackling any troops 
the enemy manages to leap 
aboard. He must also take up 
to six rail cars plus one 
engine. These cars can be of 
any type described below. 
Defender's Force 
Organisation Chart 
Use the Force Organisation 
chart from the Standard 
Scenarios. 

Terrain may be set up in any 
mutually agreeable manner. 
Ideas for setting up terrain are 
given in the Battles Book in 
WH40K (ppl23-128). This 
mission also requires a 
straight railway track running 
from one short table edge to 
the other. Train tracks should 
be available from model shops 
or toy train sets. Both players 
should roll a D6. The winner 
may nominate one short table 


edge the Destination Edge. 

SCENARIO SPECIAL RULES 
The Train Round 
At the start of every turn the 
train will move forwards. To 
represent this all pieces of 
terrain and all models not on 
board the train must be 
moved 6" away from the 
Destination Edge before 
anything else happens. 

In the second attacker's turn, 
the third defender's turn and 
the fifth attacker's turn a new 
piece of terrain appears on 
the Destination Edge. The 
player whose turn this is 
chooses what it is, places the 
piece of terrain and then he 
moves it D6" away from the 
Destination edge. 

Skimmers 

Obviously vehicles cannot 
move through the train to 
reach the other side. 

Skimmers however can fly 
over the top of the train to 
appear on the other side 
without a problem. Skimmer 
troop transports doing so may 
drop off troops regardless of 
whether they began or ended 
the move within 2" of the 
train. This represents the 
troops jumping off as the 
skimmer flies over the top. 
Hovering over the train 
however requires them to 
make a difficult ground test as 
normal. 

Jumping Onto Trains 
To retrieve the objective the 
attacker is going to have to 
board the train. To do this he 
is going to have to get his 
troops close enough to the 
train to leap aboard. The 
following table shows where 
varying troop types can board. 
Jumping onto a train can only 
be done if the model or 
vehicle from which it is 
jumping is within 2" of the 
train. Roll a D6 for each 
model who attempts a jump. 
On a 2+ the jump was 
successful. If the model rolls a 


1 then the model has fallen 
and is removed as a casualty. 
The same system should be 
used for troops jumping off 
the train for any reason. 

Deep Strike 

Deep Striking troops are a 
great (and dramatic!) way to 
assault the train. When they 
make their landing follow all 
the normal rules for Deep 
Strikes. Troops landing on a 
flatbed do so as normal. 
Troops landing on a wagon or 
carriage will appear on the 
roof regardless of Deep 
Striking method. 

Clambering about on the 
Rooftops 

To reach the roof of a train car 
requires that the player either 
Deep Strikes onto it, boards 
the train from a skimmer or 
climbs onto it via a ladder. All 
carriages and wagons have 
ladder at each end To climb 
ladder costs 2" of movement. 
Troops on rooftops can jump 
to an adjacent car's rooftop 
without penalty. Attackers can 
use the roofs to avoid 
defenders inside carriages 
while defenders will find the 
easiest way to get attackers off 
the roof is to get up there 
themselves. However fighting 
on the rooftops has its own 
problems. Any model which is 
hit but not wounded whilst 
standing on the roof must roll 
a D6, scoring a result below 
their Initiative score or be 
knocked off the nearest side 
of the train. Troops falling off 
in such a way are removed as 
casualties. 

The Engine 

The engine is one of the key 
parts of the train. It begins the 
game with 6 Damage Points. 
The easiest way to represent 
these is to place a die on the 
engine and as it sustains 
damage turn the die to the 
appropriate number. 
Remember when doing this 
though not to throw the 
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TRAIN-JACK 


ATTACKERS OVERVIEW 

The enemy has acquired an object of 
immense value for your side in the 
current conflict (be it Marine gene-seed, 
Ork idols or Eldar webway technology) 
and is currently transporting it to their 
home base on a train. The only solution 
is to send in your fastest units in an 
attempt to steal it back before it reaches 
safety. 


DEFENDERS OVERVIEW 

After a desperate raid you were 
successful in stealing an object of 
immense value of your opponent. It is 
being carried by the rail network and if 
you return it to your home base then it 
may well mean the war is won. 



SCENARIO SPECIAL RULES 

The Train-Jack scenario uses Deep Strike scenario special rules. 


Railway line 


SET UP 

I The defender sets up his 
train first. If the defender 
has opted to take an even 
number of cars, including the 
engine, then he places one car 
of his choice either side of the 
centre point. If the train consists 
of an odd number he places 
one car directly over the centre 
point. From there he places the 
rest of the cars spreading out in 
both directions in positions of 
his choice. The only requirement is that the engine is placed at the end closest to the 
Destination Edge. 

2 The defender must split his army into two groups and number them. Each must 
contain at least one unit, but is not restricted in any other way. Before deploying 
the defender rolls a dice to see which group will not be used. All units in the chosen 
unit take no part in the battle. All units in the remaining group follow the rules below. 

3 The defender may then place his force on or near the train. Only Fast vehicles 
or bikes may begin the game anywhere up to 6” from the side of the train. Up to 
20 man-sized creatures may be placed in each carriage. Creatures 1 larger than man- 
size must be placed in wagons or travel on flatbeds. Vehicles larger than bikes, other 
than walkers, must start on flatbeds. No troops may begin the game on the roof of any 
carriage or wagon. 

4 The attacker may now set up his force up to 6" in from either long table edge. 

Be aware that setting them up within 6“ of the non-Destination short edge will 
result in them disappearing before the game has really begun. 

The attacker takes the first turn, beginning with the Train Round. 
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TRAIN-JACK 


MISSION OBJECTIVE 

The winner is the player that owns the most rail cars at the end of the game. To own a 
rail car there must be no enemy units of troops over half strength or a vehicle still 
capable of firing in that car. You must have at least one unit of troops with more than 
half their original number of models In that car or one vehicle still capable of firing. Note 
that characters do not count as units and so may not secure cars on their own. 


The stolen artifacts represent 
a vital coup to the defenders 
and possibly the end of the 
war to the attackers should 
they fail. Therefore both sides 
count as fearless for this 
battle and may count as , 
having passed all Leadership j 
tests they are required to 
perform. Therefore there are ; 
no lines of retreat. 




Damage Point die by mistake. 
The Attacker may try to slow 
down the train by shooting 
the engine to pieces. To 
represent this use the rules 
for shooting or assaulting 
vehicles. If they get a 
penetrating hit against an 
armour value of 13 then the 
Engine has sustained 1 
Damage Point. If the engine 
drops to zero Damage Points 
then the engine counts as a 
rail car for the attackers when 
determining the winner. It 


Flatbeds are just wagon floors 
on wheels. They provide no 
cover save but are required if 
the defender wishes to place 
any tanks or other large 
vehicles on board. They are 
also good platforms for 
Dreadnoughts and other large 


troops who cannot enter 
carriages. As with carriages 
everything on a flatbed is in 
plain sight of the attacker. 

They can be left by any side. 
The Carriages 
Carriages are where the 
troops have been sitting for 
most of the journey. They can 
be shot out of without any 
problems by any soldiers next 
to a window. They give the 
inhabitants a 5+ cover save. 
Anything inside can be seen 
through the windows and so 
must be placed on the 
tabletop. Carriages may only 
be exited by the door at each 
short end that connects to the 
platform, its ladder to the roof 
and the next car. 

The Wagons 

A wagon is normally used to 
keep large troops or cavalry 
inside. Each wagon has a large 
door on each long side which 


shoot or jump off the trair 
the same manner as any 
troops on flatbeds. The 


shooting through the door 
and walkers count as hull 
down. Troops who are not 
next to an open door cannot 
be seen or targeted. A wagon 
can be left by either side door 
or via a smaller (man-sized) 
door at each short end which 
leads to a platform, similar to 
that on a carriage. 
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The Teaming post 

Welcome to the Journal’s very own classifieds section, where you can 
advertise your old games, painted armies for sale and painting services for 
two issues and it’s for FREE! 


Stu’s Painting Service 
/.(Notts) Ex Heavy Metal 
/painter offers services: all 
levels of painting done - 
from wargames to Golden 
Demon standard 
Tel-0115 9792157. 

Matt's Painting Service 
/ (Birmingham) miniatures 
painted to a high standard 
- £2 for single 28mm, £5 
for characters, monsters 
and vehicles. Also 2,000pt 
. Wood Elf army and 1,500 
Space Wolf army for sale - 
contact Matt on 0121 421 
3096. 

Ores n’ Goblins (Staines 
lassive) Painted to a high 
standard. Worth over £150 
will sell for £90. Call Steve 
a 01932 357979 (9-5pm). 
Random Stuff! Over 1000 
minis and scenery for sale - 
01242 512155. 

Wayne’s Painting Service 
(Notts) Full-time 
^professional figure painter. 
£3 standard size up to £20 
for a large monster. Also 


10% discount for orders 
over £100. High quality, fast 
service, email - 
wayne@oldfieklw.lreeserw.co. 
uk or phone 01909 486936. 
Check out website: 
www.oldfieldw.ffeeserve.co. 
uk 

40K Slaanesli Army 
(Birmingham) Over 2000 
points of troops, half of it 
painted. £190. Call Dave: 
0121 4766746. 


Knight Painting Service 

(Colorado) award winning 
professional miniature 
painting service. All armies 
and all styles. Table top 
worthy reg sized figs $6 
large sized $30. 
Competition worthy reg 
sized $18, large sized $75. 
Large armies, squads and 
vehicles negotiable fees. 
Call Trey on: (303) 460- 
0295 or email: 
Elfbaron@earthlink. net 


Old GW Novels (West 
Sussex) Daemon Download 
by Jack Yeovil (2nd ed) and 


Ghost Dancers (1st ed) by < 
Brian Craig - contact Tim '< 
on 01903 505251 or 
Bam81332@port.ac.uk 
Army Book (Derby) White \ 
Dwarf presents Chaos ^ 
Dwarfs army book for 
Warhammer - contact Tim 
on 01332 781402. 
Warhammer Quest (East 
Sussex) All of the 
Warhammer Quest Warrior 
packs except for the Chaos 
Warrior, Imperial Noble 
and Pit Fighter. Must 
include all of the card 
components & booklets. 
Miniatures may be painted 
or unpainted - contact j 
Andi on 0961 909 298. 

Old Edition Imperial 
Guard Codex (Suffolk) 
Contact Ron on 01440 J 

703100. 

PLEASE NOTE: The 
Trading Post is a free - 
service, and as such we 
cannot accept 
responsibility for an ' 

advert’s authenticity or 
otherwise. You answer at 
your own risk - so there! 


P 

HOW TO ADVERTISE IN THE TRADING POST 
| If you would like to advertise your old GW armies or games for sale, or offer 
your painting services then write or email the Journal Bunker with the full 
details and get your ad in the Trading Post for the next two issues... 
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A late night horror scenario for Warhammer by 

Nick Kyme 


T he Empire is a land in strife. The army of 
the Coven of Darkness moves swiftly to the 
border of Bogenhafen from the Grey 
Mountains, a great shambling horde of 
Undead in the service of the three counts of 
the house of Valadische, an ancient family of 
Von Carstein Vampires. The force of Lord 
Kruger of Bogenhafen stands in the way, 
blocking clear passage into the town. His army 
is meagre compared to that of the Valadische 
and the first sorties end in his defeat. Beaten 
and unprepared to match such a foe Lord 
Kruger sends word to Altdorf for 
reinforcements while he retreats into the 
Reikwald Forest. All seems lost in the rout 
until Kruger spies an ancient ruin in a 
clearing. Upon its moss stained columns is 
etched the symbol of Sigmar, a ruined temple 
devoted to the great god of mankind. 
Heartened by the image of their patron and 
the liturgies of Kruger's priest, Gaumont, his 
men stand firm and make ready as the Undead 
emerge from the trees. The power of the 
Vampire Counts wanes as the righteous force 
of Sigmar flows from the ancient ruin. The 
Lord of the Valadische, Estaban, orders his 


troops to storm the ruin and destroy it. The 
ruin is the only thing that prevents him and 
his fellow Vampires from crossing into 
Bogenhafen and razing the town the dust. 

Lord Kruger's men merely watch with grim 
determination and prepare to sell their lives 
dearly for the love of Sigmar and the fate of 
Bogenhafen... 

THE SCENARIO 

This is essentially a Last Stand Scenario with 
the Empire vs Vampire Counts. The Vampires 
are trying to storm the ruins and destroy it 
whereas the Empire are trying to hold up the 
Undead for as long as possible until help 
arrives. 

ARMIES 

The players are restricted in their army 
composition in that both forces are mainly on 
foot. The Valadisches are advancing slowly into 
the Reikwald forest, whereas Lord Kruger has 
sent his swiftest knights to Altdorf to bring 
help. Therefore when choosing an army the 
players may only take what troops are 
available to them. 
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IN THE DEAD OF NIGHT - EMPIRE FORCES 

Lord Kruger’s Last Stand 

The Empire player may choose up to 1500 points of Empire troops from the following list 
below: (Note that this is slightly higher than the usual amount for a Last Stand to take into 
account that the Undead only have to destroy the ruins to win). 


CHARACTERS 

Lord Kruger 

The army must be lead by the special character 
Lord Kruger detailed below. 

Gaumont, Warrior Priest of Sigmar 
The army must include Gaumont as an 
independent character. He may lead any 
regiment. 

Battle Standard Bearer 

You may choose a battle Standard Bearer. He 
may not carry a magical banner. 

0-1 Wizard 

You may choose a single wizard or wizard 
champion. He may not carry any magical items. 

Champions 

You may choose a champion for each regiment. 
The champion may not carry any magical 


REGIMENTS 

Halberdiers 

You may include any number of Halberdier 
regiments. 

0-1 Unit of Reiksguard 

You may take up to one regiment of 
Reiksguard. They may have a magical banner 
worth up to 50 points. 

Spearmen 

You may include any number of Spearmen 
regiments. 

Swordsmen 

You may include any number of Swordsmen 
regiments. 

0-1 Units of Greatswords 

You may take up to one regiment of 
Greatswords. 

Archers 

You may include any number of Archer 
regiments. They may operate as skirmishers. 


Crossbowmen 

You may include any number of Crossbowmen 
regiments. 

0-1 Unit of Hand Gunners 

You may take up to one regiment of Hand 
Gunners. 

0-1 Unit of Flagellants 

You may take up to one regiment of 
Flagellants. 

Dwarfs 

You may include any number of Dwarf 
regiments 

0-1 Unit of Halflings 

You may take up to one regiment of Halflings. 


U1AR MACHINES & MONSTERS 

Your army may not include any War Machines 
or Monsters. Since the army of Kruger has 
been effectively routed all the War Machines 
have been left behind. 



0-1 Unit of Ogres 

You may take up to one regiment of Ogres. 
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IN THE DEAD OF NIGHT - UNDEAD FORCES 

Ualadische’s Undead Horde 

The Vampire Counts player may choose up to 2250 points of troops from the following list 
given below. The army is basically designed to be on foot and will be forced to slog it out with 
the best the Empire can offer in a ruthless holding batde. 


CHARACTERS 

Estaban Valadische 

The army must be lead by the special character 
Estaban Valadische, detailed below. 

Valnimir Valadische 

The army must include the special character 

Valnimir Valadische, detailed below. 

Melidere Valadische 

The army must include the special character 
Melidere Valadische, detailed below. 

Champions 

You may choose a champion for each regiment. 
The champion may not carry any magical 


REGIMENTS 

Skeletons 

You may include any number of Skeleton 
regiments. 

Zombies 

You may include any number of Zombie 
regiments. 

1+ Ghouls 

You may include any number of Ghoul 
regiments. 

1+ Dire Wolves 

You may include any number of Dire Wolf 
regiments. 

0-1 Units of Grave Guards 

You may take up to one regiment of Grave 
Guards. 

0-1 Unit of Wight Cavalry 

You may include any number of Wight Cavalry 
regiments. 

0-1 Banshee 

You may include any number of Banshee 
regiments. 

0-3 Swarms of Giant Bats 


You may take up to three swarms of Giant Bats. 

0-3 Vampire Bats 

You may take up to three swarms of Vampire 
Bats. 

WAR MACHINES & MONSTERS 

Your army may not include any War Machines 
or Monsters. 



The evil Banshee points the way for the 
skeletons to attack. 
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THE BATTLE 

The Battlefield can be set up as players see fit. 
Make sure that you have a ruined temple 
however (preferably on top of a hill with 
boulders strewn around it). The Shrine from 
WD212 makes a perfect temple or you could 
just use some low rocks set in a circle with a 
single large opening (enough for about five 
models wide). The idea is that there is enough 
room for troops inside and that they can fight 
over the walls. Ideally ensure that there is a 
zone of 16 inches around the Temple that is 
free of scenery and finally ensure that the 
Temple is in the centre of the battlefield. 
Deployment 

The Empire deploys first within 6 inches of the 
Temple. The Undead then deploys at least 16 
inches from the Empire deployment zone. 

The battle lasts for six turns and the Empire 
player gets to go first as Kruger has already 
rallied his men and has them in position. 
SPECIAL RULES 

Due to their determination and willingness to 
fight to the end all Empire models within 6 
inches of the temple are immune to Fear, 
Terror and Panic. All models have their 
Leadership increased by 1. 

The Temple 

The Temple acts as a defended obstacle for any 
Undead attacking troops inside it (including 
flyers due to the high walls), so they will 
require a six to hit (remember that one side of 
the temple should be open and isn't a 
defended obstacle). Also, any troops inside the 
temple may skirmish and, unlike skirmishers, 
may use the General's leadership for 
psychology as normal and benefit from the 
Battle Standard for break tests. 

Any Necromantic or Dark spells affecting 
models within 6 inches of the Temple will be 
dispelled on an unmodified 4+ due to the 
holy influence of Sigmar protecting his faithful 
servants. 

Destroying the Temple 
The Temple can be attacked and destroyed by 
high strength attacks that cause multiple 
wounds like in a Siege. If you are not familiar 
with the Siege rules then this simply consists 
of adding an attack's strength value to the 
number of wounds it causes and consulting 
the result on the damage table below. 


Therefore only Estaban (see Special Characters 
below) the Banshee (see below for details) 
and Wight units are powerful enough to 
destroy the Temple. Estaban and the Wights 
can attack the Temple in hand-to-hand by 
charging it (but only once per turn regardless 
of his total number of attacks) and the 
Banshee can use its Ghostly Howl to shake 
and ruin the very foundations of the Temple. 
Consult the damage table below for the result 
of any attacks (note that for the Banshee 
simply roll 2D6 but do not add anything else 
as the Temple is quite solid, and look up the 

TEMPLE DAMAGE CHART 

(Strength + Wounds Caused) 

2-8 No Effect. The attack causes no damage. 
9-11 Crumbling. The Temple is battered by 
the attack and weakened as a result. Add +1 
to ALL further rolls on this table. 

12-13 Falling Columns. Temple columns 
tumble as the walls lurch under the strain of 
assault. Add +1 to ALL further rolls on this 
table. Any unit in the temple suffers D3 
strength 3 hits. 

15 Toppling Masonry. The attack severely 
shakes the Temple's foundations as it nears 
total destruction. Add +2 to ALL rolls on this 
table. Any unit in the Temple suffers D3 
strength 3 hits from falling masonry. 

16+ Destroyed! The Temple is reduced to 
rubble and the power of Sigmar in its ancient 
stone is broken. The undead are victorious 
and for the Empire the battle is lost. 

VICTORY! 

The Vampire Counts player is trying to destroy 
the Temple and if he does so before the end of 
the game then Victory goes to the Vampire 
Counts, if not then the Empire wins. 

Obviously if an army is completely destroyed 
and routed then it has lost the battle. 

SPECIAL CHARACTERS 
There are a total of five special characters for 
use with this scenario. Three are the 
Valadische Vampires who are from the Von 
Carstein family and the other two are Lord 
Kruger and his Warrior Priest, Gaumont. Each 
has unique characteristics and abilities. 
TACTICAL ADVICE 

Remember that when you’re playing the 
scenario the key figures are Kruger and 
Gaumont for the Empire and Estaban for the 
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GAUMONT 

Warrior Priest .. 


.184 points 
Gaumont is a long and trusted friend of 
Lord Kruger. When he heard of the 
expedition to halt the tide of undeath on its 
way to Bogenhafen he readily joined 
Kruger's forces and it was through his 
intervention that the army was not 
completely destroyed by the Vampires in 
the first ill-fated battle. A devout man, 
Gaumont sees himself as a weapon against 
the forces of darkness and it was his affinity 
with Sigmar that drew the army to the ruins 
where they make their final stand. It's 
certain that Gaumont will do everything in 
his power to erase the Vampire menace. 

M WS BS S T W I A Ld 
Priest 442443429 

EQUIPMENT: Gaumont has several 
unusual items. His Warhammer is specially 
crafted and adds +1 to his strength in 
combat and reduces saves by an extra 4. He 
also wears a Breastplate which counts as 
Light Armour. He only carries one magic 
item which is the Ring of Jade which is 
unique to Gaumont and so only he may use 

SAVE: 6+. 

SPECIAL RULES 

Faith of Steel: Gaumont is a proud and 
determined man. His faith sustains him in 
all but the direst of situations and his 
nerve is that of steel. To represent this 
Gaumont is completely immune to a 
Vampire’s Transfixing Glare, even that of 
the Vampire Thrall Melidere. He will never 
break in combat and is immune to all 
psychology test. 

HOLY BOOK: Gaumont carries a Holy 
Book which allows him to call upon his 
patron god Sigmar to steel the hearts of 
those around him and weaken the Undead 
and other foul creatures. The Holy Powers 
manifest themselves in the form of 
blessings and can have a profound effect 
upon himself and the soldiers around him. 
The blessings are given below. 

MEMBER OF THE CLERGY: Although 
Gaumont can be likened to a Preacher or 
Cleric he is entirely different and a special 


character in his own right. The Clerics of 
the Empire are devout and fanatical men 
whose faith is infectious and can influence 
the hearts of soldiers. Gaumonts abilities 
are derived directly from his faith and he 
possess power from Sigmar himself. 
Gaumont can call upon the power of 
Sigmar in the magic phase. His help can 
manifest itself in many different forms 
much like a spell, but it is not actually 
magic and so cannot be dispelled. 

Gaumont can choose to use up to two 
powers in each of his magic phases from 
the list given below. He cannot however 
use the same power in a row or combine 
the effects of two powers upon one model 

There are five blessings in total and each is 
given below: 

The Hammer of Sigmar: Gaumont is 
filled with awesome strength of 
righteousness to strike down his enemies 
in the name of Sigmar. For 1 whole turn 
Gaumont's strength is doubled to 8 (which 
will be increased to 9 with his 
Warhammer). 

Bless the Righteous: Any one unit within 
6 inches of Gaumont is filled with holy 
purpose and vigour and may add +1 to 
their strength and to hit rolls in hand to 
hand combat for 1 whole turn. 

Call of the Brave: One unit within 6 
inches of Gaumont counts as having an 
unmodified Leadership of 10 until the 
start of the next Empire magic phase as 
their hearts burn with the fiery courage of 
Sigmar himself! 

Damnation: Calling down the retribution 
of Sigmar Gaumont confounds and 
weakens his enemies. One unit of Undead 
within 12 inches of Gaumont loses half its 
attacks in hand to hand combat. This 
includes any character in the unit too 
(round fractions down). 

Vanquish the Unholy: The steeling power 
of Sigmar flows into the veins of the 
Empire defenders making them eager to 
put the evil menace to the sword. One 
unit within 6 inches of Gaumont may add 
+1 to its attacks in hand to hand combat 
for I turn. 

Note that Gaumont may obviously steel 


38 













MAGIC ITEMS 


Gaumont shows Melidere Valadische the 
business end of his warhammer. 


WARRIOR PRIESTS ONLY 


The Ring of Jade is an ancient artefact 
and symbol of Gaumont's allegiance with 
the Priesthood. The ring is also very 
powerful and capable of curing the 
wounded and dying. 


the regiment he is leading with the power 
of his is blessings where appropriate and 
any bonuses to hit, strength etc. will apply 


Ring of Jade. 


Gaumont may use the Ring of Jade in the 
magic phase and its effects are like a spell 
and can be countered by the normal 
means unlike his powers. If successful the 
ring casts a heal spell that affects all 
models within 6 inches of Gaumont, 
including the Priest himself. For each 
wound that model has suffered roll a D6, 
on a roll of 3+ the wound is restored. 
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LORD KRUGER 

Empire General.212 points 

Lord Kruger is an excellent military 
tactician and brave warrior. When news of 
the Vampire’s advance reached Bogenhafen 
he was the first to rally the forces in 
opposition to the unholy threat. All who 
serve Kruger are loyal fighters such is the 
respect he commands. He has fought many 
battles alongside Dwarfs and his Helmet of 
Iron was forged by a Runesmith. 

M WS BS S T W I A Ld 
Lord 46544364 10 
EQUIPMENT: Lord Kruger rides a barded 
War Horse and wears heavy armour and a 
shield. He also carries the Banisher Sword, 
Potion of Strength and the Helmet of Iron 
which is unique to Kruger so only he can 
use it. 

SAVE: 2+. 

SPECIAL RULES 

Inspiring General: Such is the respect his 


men have for him and the sheer presence 
of the man that all units within 12 inches 
of Lord Kruger may re-roll all break tests. 

If the Army Standard is also within 12 
inches only one re-roll is allowed, either 
for the Standard or for Kruger. 

MAGIC ITEMS 

Helmet of Iron.40 points 

The Helmet of Iron was forged by the 
Runesmith Bardak Orcslayer and gifted to 
Lord Kruger. It has the power to steel the 
wearer's armour against attack making it 
virtually impregnable to all but the most 
powerful of weapons. 

Whilst wearing the helmet Lord Kruger's 
save can never be decreased to lower than 
4+ regardless of save modifiers. It cannot 
however save against wounds that allow 
no save like a cannon or stone thrower for 
example. 

LORD KRUGER ONLY 

























ESTABAN VALADISCHE 

Vampire Count.401 points 

Estaban is head of the House of 
Valadische. He is an old and powerful 
Vampire Lord who is well aware of the 
attentions of his younger sibling and his 
thrall. But there are many generations 
between himself and his brother so he is 
confident of his mastery over him. Once 
he has destroyed Bogenhafen, increasing 
his Undead horde, he plans to destroy 
both Valnimir and take Melidere as his 
own, knowing in time their power will 
increase and that he will become the 
victim of their combined ambition. 

MWSBS S T W I A Ld 

68676494 10 
EQUIPMENT: Estaban rides into battle 
on a barded Nightmare and is armed with 


SPECIAL RULES 

Bloodlines: Estaban has the Von Carstein 
powers of Transfix, Unbending Willpower 
and Summon Bats. 

Aging Lord: Estaban is very old even for 
a Vampire and as such he is very difficult 
to kill. His cunning and wisdom have 
saved him time and again in the past, 
something of a tradition in the Carstein 
line, as well as staving off Valnimir's 
ambitions. Whenever Estaban is reduced 
to his last wound and slain, roll a dice. On 
a roll of 5 or 6, he has cheated death again 
and is restored to I wound. 


VALNIMIR VALADISCHE 

Vampire Count. 200 points 

Valnimir is a Vampire Count. He is the 
younger brother of Estaban and is only 
young by Vampire standards and so his 
power is meagre compared to that of his 
elder brother. Valnimir is envious of 
Estaban's strength and jealous of him to 
the point that he is willing to challenge 
him for the right to rule the House of 
Valadische as soon as his own powers have 
increased. He is an impetuous and 
arrogant in batde, regarding mortals as 
weak willed cattle that are an affront to his 
very presence. 

M WS BS S T W 1 A Ld 

675763839 
EQUIPMENT: Valnimir is on foot and 
carries a sword. He has no magic items. 


SPECIAL RULES 

Bloodlines: Valnimir has the Von Carstein 
powers of Wolf Form and Honour or 
Death. 

Impetuous: Due to his eagerness to prove 
himself Valnimir is zealous and impetuous 
in battle. At the start of each turn roll a 
dice. If you roll a 1, Valnimir becomes so 
incensed that he must move towards the 
nearest enemy unit but adds +D6 to his 


Right: A Warrior Priest gives the Wight 
Cavalry some harsh language as they 
massacre the remains of the hand gunners. 
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Gaumont and Kruger as their mainstay. 
Finally, on the subject of Warrior Priests, 
there's no reason why you can't incorporate 
Gaumont in normal Empire armies, just 
remember that he was only intended for this 
scenario so if things get unbalanced you may 
have to curb his powers (perhaps only 
working on a 3+ or something like that). 
Finding a model shouldn't be a problem, 
funnily enough the Warrior Priest from WF1Q 
makes an excellent Warrior Priest as does a 
conversion of a 40K preacher. 


MELIDERE VALADISCHE 

Vampire Count. 100 points 

Melidere is the thrall of Valnimir. She was 
inducted into the realm of the Undead 
when Valnimir's coach found her half dead 
and discarded on the road, attacked by 
bandits. He watched the struggle from the 
distance and was impressed with her 
courage in attempting to repel her 
assailants. She has a great affinity with 
Valnimir after he led to the bandit's lair 
and allowed her to slay them all with her 
new found powers. She is aware of 
Valnimir s ambitions to overthrow Estaban 
and is committed to this cause. She has 
limited powers due to her youth much like 
Valnimir. However she is very alluring and 
many a hapless Baron or flattering Duke 
have fallen to the attentions of her deadly 
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764652828 
EQUIPMENT: Melidere is on foot and 
carries a sword. She has no magic items. 
SAVE: 

SPECIAL RULES 

Bloodlines: Melidere has the Von Carstein 
powers of Transfix. 

Alluring: Melidere is very beautiful, part 
of the reason why she is a thrall and not 
just another corpse rotting by the wayside. 
As such her transfix power is more 
effective than usual when used against 
men. Anyone wishing to fight Melidere 
must therefore make two tests to avoid her 
glare and if either are failed they are 
transfixed. 
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GORSKULL’S U)AR TROLLS OF THE GREV MOUNTAINS 

New Regiment of Renown 
By Kevin J. Coleman 

7 was out of gold and could not pay the rest of my men. Then the huge and foul smelling 
Droll, Gorskull, threw his heavy bag of gold at me with an angry grunt. The extra rations 
went to the Trolls as payment, and 1 used the gold to pay the rest of my men, preventing a 


(WARHAMMER 


ability to regenerate damaged flesh makes 
them extremely difficult to slay. Judging from 
such an impressive description, one might 
think Trolls to be the ultimate troops; strong 
limbs combined with thick, tough hides. 
However, in the case of Trolls, their strong 
stature comes with a heavy price. Trolls are 
very stupid creatures indeed. Most can hardly 
speak apart from a few barely recognisable 
grunts. Trolls are very slow-witted animals 
and possess litde cunning but vast appetites. 
Only the Ores are reckless enough to use 
Trolls in battle and they take extreme care to 
ensure that their charges are well fed lest 
they eat their owners! Gorskull, Limbcrusher 
of the Grey Mountains, is a total anomaly 
and proved to be the single exception. 
Gorskull’s past can be traced back to an Ore 
raid on the Bretonnian city of Parravon, 
which lies in the western boarder of the Grey 
Mountains. The Ore chieftain Boebad 


Chow time for Gorskull and the boys 
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The other Ores were quite impressed with 
Gorskull’s retaliation and chose Gorskull to 
lead the next raid on Parravon. This time the 
raid was a success and Gorskull and his 
Trolls made off with plenty of ale and tasty 
captives. 

After his experience with Bogbad’s Ores, 
Gorskull seemed to understand the concept 
of working for hire, and since, has led his 
band of mercenary Trolls throughout the Old 
World travelling as far as Tilea and the 
Mountains of Mourn in the far east. 
Mercenary Generals are eager to hire the War 
Trolls of the Grey Mountains as they work 
only for ale and any type of food they can get 
(though Halfling flesh is their favourite), 
rather then working for gold. 

Gorskull and his Trolls are currendy 
employed by the infamous Hobgoblin 
mercenary, Ghazak Khan. Under Ghazak’s 
cunning leadership Gorskull’s War Trolls 
have had many opportunities to pillage cities 
and towns for tender flesh and rich ale. 

THE REGIMENT 
Captain: Gorskull, Limbcrusher 
Motto: Wez work fer chow! 

Battle-cry: GRRRUUUUUUUUGH!’ 
Appearance: Gorskull and the War Trolls 
wear huge iron-spiked pads on their 
shoulders and bash their enemies with a 
variety of chain-mailed fists, tree trunks and 
clubs. The skin colour of the War Trolls takes 
the appearance of slimy green hues. Gorskull 
wears a skull-mitt fastened to his right fist. 
For Hire: Any Warhammer army may hire the 


War Trolls except for Dwarfs, Wood Elves and 
High Elves who would never hire the likes of 
such mercenary scum and villainy. 

Points: Gorskull and 2 War Trolls cost a total 
of 410 points. This is the minimum unit you 
can hire. The War Trolls do not have a 
standard bearer or musician. The regiment 
may be increased by adding extra Trolls at a 
cost of +70 points per model. 
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Gorskull 651654258 
War Troll 641543136 


Weapons/Armour: The War Trolls wear iron- 
spiked shoulder pads and clad their fists in 
chainmail blankets. Gorskull also wears an 
iron-spiked shoulder pad and bashes his 
opponent with his skull-mitt. 


SPECIAL RULES 

Iron-spiked Pads: The War Trolls of the 
Grey Mountains wear huge Iron Spiked Pads 
which parry swords and clubs protecting 
them from damage. This provides Gorskull 
and his Trolls with a saving throw of 6+. 
Trolls: The War Trolls of the Grey Mountains 
count as Trolls and all special rules that 
apply to Trolls, as described on pl38 of the 
Warhammer Battle Book, apply. However, as 
long as Gorskull is alive and leading the unit 
the War Trolls automatically pass all Stupidity 


MAGIC ITEMS 

Skull Mitt . 15 points 

After slaying the Ore Chieftain Bogbad 
Borblod, Gorskull skinned the flesh from 
Bogbad’s skull and (after eating it) tied the 
Ore skull to his right fist. In the first round of 
hand-to-hand combat, Gorskull may re-roll 
any misses. Note that the second result 
stands even if Gorskull fails to hit a second 

In addition, the Skull Mitt adds an extra -1 
save modifier to the enemies armour save. 


Da Author 

Kev from Rochester, New York is becoming 
quite a regular in the Journal and has 
had his work featured no less than four 
times now - The Struggle of Karak Eight 
Peaks (CJ26) The Palanquin of Nurgle 
(Q32), The Invasion ofYvresse (CJ35) 
and now this. Keep up the good work! 
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A Day at the Daces 

Wacky Squig Racing weirdness 
from Ian Roberts and ‘The Boyz 
Without Brainz’ 



A Bizarre Brainwave... 

Several years ago me and a 
pal, Andrew, came up with 
the concept for a quick, 
simple and deadly funny 
racing game involving Squigs 
(what else?). Mr Camell 
knocked up some easy 
terrain and we ran a 
participation game at Sabre 
'98 (the Harrogate 
Wargames Club’s annual 
event). Well, two years later 
and a hell of a lot wiser, I've 
gone back to the rules, 
condensed them, simplified 
them and created a fast 
flowing and funny game with 
a fatality rate you could only 
get with a bunch of Goblins. 
The game is based around 
the madcap antics of a 
bunch of Night Goblins on 
their racing Squigs. So, for 
those of you who didn’t 
make it to Sabre this year, 
here's the game that Chris 
said we should market and 
sell. 

Where Oobbos Dare 

Below the surface of the old 
world lie many old and 
ruined dungeons filled with 
ancient treasures of a 
forgotten age. Parties of 
adventurers often make 
forays into these dungeons 
to recover these treasures 
and clear out some of the 
foul monsters that dwell 
below the surface. But 
despite their best efforts, 
most of these underground 
realms remain lost to the 
forces of darkness. Two such 


creatures are Night Goblins 
and Cave Squigs. 

Both Goblins and Squigs 
depend upon the large 
subterranean mushrooms for 
food, and often come into 
conflict. Over the centuries 
Goblins learned how to 
catch Cave Squigs with 
minimal risk to themselves. 
These Squig Hunters have a 
carefree attitude to the 
dangers posed by a hungry 
Squig and are quite boastftil 
of their Squig Hunting 
abilities. Sometimes a 
particularly drunken group 
of Squig Hunters will 
attempt to prove which one 
of them is the best by 
holding the most dangerous 
of all Goblin games, a Squig 
Race. 

Cave Squigs are large, smelly, 
fungoid creatures with little 
stubby legs and huge fanged 
maws that live on fungus 
and careless Goblins. They 
are ill-tempered beasts and 
only the most insane would 
ever go near them, let alone 
try to ride them. The 
Goblins hold on to the 
Squig’s horns or ears for 
dear life as the creatures 
bounce about enraged, 
snapping at anything that 
comes within reach. 
Experienced Squig riders can 
steer their Squig in the right 
direction by beating the 
thing with a club, but the 
Squig is still just as likely to 
go mad and try to eat its 


The Squig races take place 
underground in the old 
dungeons that were once 
part of the Dwarf Empire. 
Such dungeons are often 
littered with pit traps and 
other devices left over by the 
Dwarfs. Goblins leave such 
devices in the dungeons, 
and love nothing more than 
watching their rivals come to 
a sticky end. 

Setup 

For this game you will need 
a set of Warhammer Quest 
dungeon rooms and 
floorplans or you could 
always make your own from 
stiff card. I have included the 
map that we used but you 
can make up any variation 
on this theme that you 

Oui it all uiorhs 

1. Each player takes a Squig 
hopper and sets him up at 
the point on the map 
marked, unsurprisingly, 

2. At the start of each turn, 
all players roll 1D6, re¬ 
rolling any ties. The player 
with the highest roll moves 
his Squig first, then the 
second highest, and so on, 
until every player has moved 
their Squig. 

3. Squigs move 2D6 Squares 
each turn. If a double is 
rolled then the Goblin rider 
has lost control of his Squig 
and you must roll on the 
‘Wild Squig table’. 
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4. Players may wish to club 
their Squig to make it go 

You must declare you are 
doing this before rolling for 
movement. If you club your 
Squig you may roll 3D6 
instead of 2D6 for 
movement, however this will 
increase the chance of your 
Squig going wild. 

5. If another player’s Squig 
is blocking yours and there 
is no way to move round, 
then your move is over and 
you must roll on the Squig 
Collision Table. 

6. You may elect to 
voluntarily collide with 
another player’s Squig as 
you move by. You must stop 
in the first square next to the 
rival Squig and roll on the 
Squig Collision Table. You 
may continue to move 
afterwards, but deduct two 
from your move as you make 
the collision. 

7. Pit Traps count as three 
squares of movement. If a 
Squig hasn't got enough 
movement left to clear a pit, 
then he falls down it. If you 
are in 8 pit at the start of 
your turn then you must 
deduct six from your move 
for that turn. If this leaves 
you with no movement then 
you are stuck in the pit for 
another turn. 

Wild Squigs 

Squigs are evil tempered 
beasts and their Goblin 
riders only keep them under 
control with the aid of a 
good club. Sometimes 
however, even that is not 
enough, and the Squig will 
go mad, head off in the 
wrong direction or even eat 
their rider. When a double 
or triple is rolled for 
movement, roll 1D6 on the 
Wild Squigs Table to see 
what happens. 


Collisions 

Sometimes (well, quite a lot 
of the time actually) a 
collision between the Squigs 
will occur. This is usually 
because one Squig will be 
blocking the only way along 
a passage, but also because 
Goblins like to hit each 
other when they know they 
can make a speedy escape 
on their Squigs. 

When a collision occurs, the 
player who is making the 
collision should roll 1D6 on 
the collisions table to see 
what effect it has. Most of 
the effects apply to the target 
Squig, but sometimes it is 
the troublemaker that comes 
off worse. 

Special Rules 

After several games with 
these rules it became clear 
that people actually wanted 
to play tactically (with 
Goblins?) and moved their 
Squigs from side to side to 


avoid falling down the pits. 
After much consideration I 
came up with the following 
restrictions oi 


Players may not move back 
towards the starting line, 
unless it’s the result of a 
special event, or because 
you have gone the wrong 
way on the turn table. 


Players may not enter the 
same square twice during 
their movement, unless it’s 
the result of a special event. 


The Dungeon 

This is the dungeon we used 
at Sabre 99. It should only 
be used as an example. 
There are lots other events 
that will fit in to dungeons, 
many can be taken from 
Warhammer Quest. We used 
the Quest floor plans, set 
out like the map. 


Goblin Squig races take 
place around an old 
Dungeon represented on the 


WILD SQUIG TABLE 

1D6 Result _ 

1 The Squig eats its rider before running off into the 
Dungeon to find itself a new home. You are killed 
and out of the race, remove the Squig from the 

2 One blow two many on the head leaves your 
Squid dazed and confused. Your model moves 1D6 
Squares back towards the starting line. 

3 The Squig stops to eat some Fungus or have a bit 
of a nap. Your Squig does not move at all this turn 
and will deduct six from your move next turn. If 
this leaves you with no movement the Squig stays 
here and you must deduct six from your move 
next turn as well. 

4 The Squig is sluggish and refuses to move this 
turn. You may not move this turn, but move 
normally next turn. 

5 After some serious clubbing your Goblin rider 
finally gets your Squig Going, but you only move 
1D6 this turn, even if you clubbed your Squig. 

6 Aggravated by the Goblin’s vicious blows the Squig 
swings from side to side, slowing its movement 
down. Deduct two from your movement next turn. 
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COLLISION TABLE 

1P6 Result _ 

1 The target Squig is bashed into the wall and 
becomes enraged. Roll automatically on the wild 
Squig table next turn. The Squig remains in its 
square and may not be passed. 

2 A good whack pushes the target Squig over. It 
must spend all of its next turn standing up and so 
may not move. In addition, the target Squig does 
not block the Square he is in until the end of next 
turn, so you may continue your move. 

3 With a thump from his club, the Goblin pushes the 
enemy Squig to one side and squeezes past. You 
may continue your move, but must deduct two 
Squares from it. If this was a deliberate collision 
then you have already given up these two squares 
in order to make the attack. 

4 Urging his Squig on the Goblin leaps over his 
rival and continues moving. You may place your 
Squig in any other square adjacent to the target 
Squig as long as it is not occupied. If all Squares 
next to the Squig occupied, then pick one and roll 
for collision again. Unless another collision occurs, 
you are free to continue your move with no 

5 The Goblin on the target Squig lashes out with his 
club leaving your Squig Dazed. Your move for this 
turn ends and you must deduct two from your 
movement next turn 

6 With a decidedly cunning low blow the Goblin on 
the target Squig trips your Squig up with his club. 
Your move for this turn ends and you may not 
move next turn while you stand your Squig up. 
Your Squig does not block the Square he is in until 
end of next turn. 


board by the Warhammer 
Quest Floorplans. Many of 
the Rooms in the Dungeon 
have their own special rules 
which are described below. 

1. The Bottleneck: Once an 
old mine shaft, most of this 
corridor is now covered in 
rubble and is only 1 Square 
wide, making collisions 
common amongst the racers. 

2. The Bats Lair: A huge 
swarm of vampire bats 
dwells in this cave and will 
attack the racers as they 
disturb their sleep. 

If you start your turn here, 
roll 1D6 before movement. 


1D6 Result 

1 Your Squig is 

surrounded by bats 
and bounces into a 
wall. You may not 
move this turn while 
you stand up. 

2 The bats spin 

around your Squig, 
making it dizzy and 
slow. Deduct 4 from 
your movement this 
turn. If this leaves 
you with no move¬ 
ment then you must 
remain in the Bats 
lair for another turn. 


so thick your Goblin 
can’t see the door 
and gets lost. The 
Squig moves 1D6 
Squares in a random 
direction, colliding 
with another Squig if 

4 The Goblin wisely 
decides to slow his 
Squig down to get 
through the bats. 

You may only move 
1D6 Squares this 

5-6 Swallowing bats left 
and right the Squig 
belches loudly and 
makes it through 
safely. You may move 
as normal this turn. 

3. Conveyor Belt: Once used 
to move heavy rocks in the 
Dwarf mine, the conveyer 
belt moves slowly 
backwards, away from the 
finish line. Goblins love 
watching Squigs being 
moved backwards no matter 
how fast they move. When 
you roll for movement in 
this room, treat the even 
numbers as how far forward 
you move, and the odd 
numbers as how far back 
you move. 

4. Revolving Room: A large 
turn-table sits in the middle 
of this room, revolving 
slowly. Once used to move 
mine carts to the right track 
it is now used to throw 
Squig racers off course. As 
soon as you enter the 
turntable roll 1D6 and re-roll 
any 5's or 6’s. This will give 
you the direction you leave 
from. Place your model in 
one of the two squares next 
to that door, and your 
movement ends for that 
turn. Next turn you may re¬ 
enter the turntable if you 
wish (if you’re back where 
you started for example) but 
your move will still end 
when you are placed in your 
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new location. If both squares 
by a doorway are occupied 
then pick one and roll for a 
collision. 

5. The Stairway: A set of 
steep steps climbs up this 
sloping corridor, which 
poses an major obstacle 
since Squigs only have little 
legs. Each square you move 
in here costs two squares of 
movement. If you don’t have 
enough movement to climb 
to a new step you must 
remain where you are. 

6. Shaman’s Den: An old 
Ore Shaman has retired to 
this part of the dungeon to 
work on some strange Orcy 
magazine. He does not 
appreciate a group of Squig 
riders bouncing in without 
his permission. If you start 
your turn in the Shaman’s 
den then he will hurl a 
lightning bolt at you. 

Deduct four from your 
movement this turn. If this 
leaves you with no 
movement then you are 
killed by the lightning bolt, 
take your Squig olf the 
board. 

7. The Tomb: The centre of 
this room is dominated by a 
tomb that was ancient before 
the Dwarfs dug here. Squigs 
may not step on the Tomb 
square. If they do a 
mummified hand reaches 



out and grabs them, 
dragging them inside and 
removing them from the 

8. Fungus patch: A large 
patch of mushrooms 
dominates the centre of this 
room. If you Stan the turn in 
the Fungus Patch then roll 
1D6 on the following table. 

1D6 Result 

1 You are attacked by a 
Wild Cave Squig. Roll 
1D6+1, and get 
another player to roll 
1D6. If you roll 
higher you beat off 
the Wild Squig, but 
can't move this is 
turn. If you roll lower 
then your Goblin is 
killed by the wild 
Squig and you are 
out of the race. 

2 The Squig sets off a 
cloud of spoors 
which cause 
frightening 
hallucinations. Your 
Squig runs 1D6 
squares back 
towards the staning 

3 Being in its natural 
environment causes 
your Squig to revert 
to its natural 
behaviour. Roll on 
the Wild Squig table 
this turn. 


4 Your Squig stops to 
eat some yummy 
mushrooms and 
doesn’t move this 

5 After some firm 
clubbing the Squig 
gets underway, but 
may only move 1D6 
squares this turn. 

6 The fungus squirts a 
cloud of spores at 
your Squig. The 
spores have a 
strange effect on the 
Squigs metabolism, 
making it run faster. 
Add two to the 
Squig’s move this 

9. The Bridge: A Narrow 
stone bridge crosses a deep 
chasm in the room. Sneaky 
Goblins have removed the 
railings so it’s very easy to 
slip and fall over the edge As 
you move across the bridge 
you should roll 1D6. On a 
roll of a I you fall off the 
bridge and plumit to your 
death. Squigs will also fall if 
they suffer from results 1-3 
on the collision table. 

10. Finish: The winner is the 
first person to reach any one 
of the shaded squares in this 
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DESERT STOR M 

Complete Arid Terrain Rules for Warhammer 40,000 
by J. Michael Tisdel 

These are the complete Arid Terrain Rules from Michael's website (check out the web address 
below) updated to 3rd edition Warhammer 40,000. Those published in Citadel Journal 16 
are a subset of these. Also note that the Strategy Cards included in that article were not 
originally part of the rules 

http ://web 2 .airmail. net/j tisdel/warhammer40k/variants/arid.html 


There are a million 
inhabitable worlds in the 
Imperium. Even more 
exist outside of the 
Emperor’s domain. The varieties of these 
planets are almost endless. From the steamy 
jungles of Catachan to the icy wastes of 
Valhalla, the forces of the Imperium have had 
to struggle in many different environments. 
The basic terrain rules in the Warhammer 
40,000 Rulebook are general enough to 
cover most any kind of terrain. However, 
they do not cover some of the special terrain 
types available. 

This article presents optional rules which 
provide a structure for fighting battles in Arid 
or Desert regions. They are based on the 
basic terrain rules from the Warhammer 
40,000 Rulebook but add a feel of the arid 
wastes. 

ARID TERRAIN FEATURES 

Most arid regions are composed of flat, rocky 
ground. There are rarely any hills or other 
large terrain features. What features there are 
are small and low to the ground. This 
doesn’t mean, however, that units remain in 
line of sight, it just means you have to 
change the way you think about cover. 

Note that the following terrain does not exist 
in an arid or desert region: 

• Large woods or brush. 

• Rivers or streams. 

• Jungles 

Other terrain features, such as hills and 
buildings often do exist in these regions. Use 
the rules from the Warhammer 40,000 
Rulebook for these terrain features. 


Open Ground 

Open ground is 
considered open terrain 
except that no in- 
ground fortifications are allowed. 

In-ground fortifications include trenches, 
emplacements, and concealed bunkers. 

The ground is too hard for quick 
construction of such fortifications even in the 
fortieth millennium. Extensive defence 
works, as described in the Assault articles in 
Journals 3 and 4, take quite some time to 
construct and are, therefore, an exception to 
this rule. 

Scrub 

Scrub is open ground whose surface is 
covered with small thorny bushes. These 
bushes are only about two feet tall and grow 
close together. Scrub is considered Difficult 
Terrain for wheeled vehicles and open 
terrain for troops and other vehicles. Troops 
may use hidden Set-up in scrub. 

Anti-plant munitions and flamer templates 
denude Scrub and, therefore, may be used to 
clear paths or areas. As dry as scrub is, 
flamers quickly bum the plants off and leave 

An area of scrub which is hit by a flame- 
based template weapon bums off quickly. 
When an area of scrub is hit by a flamer, 
heavy flamer, melta bomb, melta gun, or 
multi-melta but not a hand flamer, all models 
in that area suffer a strength 3 hit. Vehicles 
are immune to this damage but exposed 

The player turn after the scrub has been 
burned, a pall of dense smoke hangs over 
the area. For game purposes, the smoke 
occupies the same area as the scrub did and 
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is 12" tall. Treat this smoke as dust as 
described later in this article. 

By the second player turn after the scrub has 
been burned, the scrub is burned out and 
has no further effect on game play. Remove 
the scrub terrain piece. 

Hammada 

Hammada is open ground which is strewn 
with small rocks. Hammada is treated as 
Difficult Terrain for wheeled vehicles and as 
open ground for troops and other vehicles. 
The small rocks can cause problems for units 
in hammada. A blast template weapon which 
hits troops in hammada has +1 Strength to 
account for the flying shards of rock. Any 
units in hammada when a skimmer flys over 
at Fast Speed, suffer a Strength 2 attack with 
no save modifier. 

Deir 

A dier is a shallow depression in the 
otherwise flat terrain. This depression is too 
shallow for any protection bonuses. Dier is 
treated as open terrain. Troops, however, 
may use Hidden Set-up in diers. 

Wadi 

A wadi is a gully formed by the infrequent 
rain storms that hit arid regions. Unlike 
normal gullies, wadis usually have very steep 
sides. A wadi is treated as Difficult Terrain 
for units crossing it and is treated as open 
terrain for units moving along it. 

Units in a wadi may use Hidden Set-up from 
units outside the wadi. Units in a wadi 
receive hard cover save of 4+ when fired 
upon by units outside of the wadi. Units 
receive no cover save when fired upon by 
other units inside the wadi. 

Oasis 

An oasis is usually a clump of vegetation 
which surrounds a permanent or semi¬ 
permanent water source. The vegetation 
around the water source consists of a few 
shallow rooted trees, like palms, and small 
thorny bushes, such as the Joshua Tree. 

For game purposes, treat an oasis like a small 
wood. Figures within one inch of the edge of 
an oasis may fire out and be fired upon. The 
oasis provides a soft cover save of 6+ for 
these units. Deeper than one inch into the 
oasis, troops cannot see out nor can they be 
seen. An oasis is considered Difficult Terrain 
for units moving through it. 


Rocky Outcrops 

Rock outcrops occur quite frequendy in 
some arid regions. These are formed from 
very hard stone which has been blasted by 
the constant wind. As such, these outcrops 
are quite jagged. Rocky outcrops are treated 
as Impassable Terrain and provide a hard 
cover save of 5+ for units hiding behind 

Sand 

Though sand is present through out arid 
regions in small quantities, a sand terrain 
feature is an area which has collected quite a 
lot of sand in it. Dunes are a different terrain 
type. 

Sand is treated as Difficult Terrain. Units in 
sand receive no cover bonus when they are 
fired upon. However, units may use Hidden 
Set-up in sand. Any units in sand when a 
skimmer flys over at Fast Speed, are blinded 
for 1 turn if they have no eye protection. 

Dunes 

Sand can pile up into dunes of varying 
height. Wheeled vehicles treat dunes as 
Impassible Terrain. All other units treat 
dunes as Difficult Terrain. Units may use 
Hidden Set-up in or behind dunes. No in- 
ground fortifications may be constructed in 
dunes. Buildings do not exist in dunes. 

Any units in a dune when a skimmer flys 
over at Fast Speed, are blinded for 1 turn 
(may not move or shoot) if they have no eye 
protection (armour save of 5+ or less). 

Dune Sea 

On certain arid planets, the sand has 
accumulated to such a depth that no other 
surface features are visible. Such deep 
accumulations, sometimes on the order of 
hundreds of feet, are called dune seas. 

Dune seas cover great areas so it is not often 
that they are mixed with other terrain types. 
However, there are islands of rock 
surrounded on all sides by deep sand. 
Therefore, a dune sea can be mixed with 
other types of terrain if the other terrain is 
surrounded by rocky outcrops. 

Units may use Hidden Set-up anywhere in a 

Wheeled and tracked vehicles treat dune seas 
as Impassible Terrain. All other units treat 
dune seas as Difficult Terrain. Any units in a 
dune when a skimmer flys over at Fast 
Speed, are blinded for 1 turn (may not move 
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or shoot) if they have no eye protection 
(armour save of 5+ or less). 

Sangar 

Since troops are unable to dig trenches or 
fox holes, they usually pile rocks into low 
walls behind which they hide. Such 
fortifications are called sangars. Units may 
use Hidden Set-up behind sangars and 
receive hard cover save of 5+ when attacked 
across the front of a sangar. Units in a sangar 
receive no cover saves when attacked from 
behind. Sangars may be purchased at a cost 
of 10 points per 2" length. 

Sangars have a Toughness of 6 and 2 
wounds. If a shot penetrates the sangar, it is 
destroyed and removed from play. Units 
which are behind a sangar when it’s 
destroyed suffer a strength 3 hit from the 
flying rock chips. 

ARID CLIMATIC CONDITIONS 

Weather in arid and desert regions is hot and 
dry. The effects of this on game mechanics 
are slim. It is assumed that all vehicles and 
troops have been prepared for fighting in 
arid conditions, so no rules are provided for 
mechanical failure. However, there are some 
climatic conditions which do affect game 
play. 

Dust 

Arid regions are very dusty. Wheeled, 
tracked, hover, and skimmer vehicles which 
move in an arid region kick up a cloud of 
dust. Walking vehicles, such as 
dreadnoughts, only produce a dust cloud 
when they run or charge. 

For game purposes, this cloud of dust is as 
wide as the vehicle and extends behind it 
from its final position back to its starting 
position. The dust cloud is 12" high and 
extends as far as the vehicle moved. It 
remains in place until that player’s next turn. 
Units in a dust cloud may fire out of it with a 
-1 to hit penalty. Units may fire into a dust 
cloud with a -1 to hit penalty. Units may not 
see through a dust cloud and, therefore, any 
weapon which requires a line of sight may 
not fire through a dust cloud. 

Wind 

The wind is always blowing in arid regions. 
Sometimes it is a mild breeze and at others, a 
blinding sand storm. It is assumed that 
games do not take place during a sand 
storm, so the rules below account only for 


slight breezes. 

In arid regions, vision is hampered by dust 
kicked up by the breezes and by the haze 
coming off of the hot ground. To account for 
this all range bands may be considered to be 
halved. 

Modelling Arid Terrain 

It is possible to use regular terrain pieces 
and call them their arid counterparts. 
However, it is possible to make arid terrain 
quite easily. As arid regions are flat, the 
majority of the terrain pieces consist of 
coloured cloth with some Iitde 
modifications. The follow terrain suggestions 
focus on these coloured cloth 
representations. This preserves the overall 
flatness of arid regions while still making it 
obvious where the different terrain pieces 

1. For Open Ground use a tan or khaki 
coloured table cloth or mat and cover the 
whole gaming table. 

2. For scrub, cut out a potato-shaped 
(potato-shaped, now that’s interesting! - Ed) 
piece of dark brown cloth to represent the 
area covered by the scrub. You may also want 
to glue brown lichen or foam pieces for a 
better visual effect. However, be sure that the 
lichen or foam is not too tall compared to 
your figures. 

3. For hammada cut out a potato-shaped 
piece of medium brown cloth to represent 
the area of the hammada. You may also want 
to glue some small grains or rocks for a 
better visual effect. Dry brushing these a 
lighter shade makes them stand out much 

4. For a dier, cut out a potato-shaped piece 
of golden cloth. Colouring the edges of the 
cloth a medium brown will give the 
appearance of a lip to the dier. 

5. As a wadi is a steep-sided gully, you can 
get quite complex in modelling this terrain 
feature. For a simpler wadi, use a length of 
black cloth about 4" wide and be cut in 6" to 
12” lengths. 

6. For sand, cut out a potato-shaped piece of 
bright yellow cloth to represent the regions 
of sand. Be sure that the cloth is different 
enough from that chose for the dier. 

7. Even though dunes don't look like normal 
hills, for game purposes you can use your 
regular hill terrain as dunes. Alternatively, 
you can take T oblong pieces of yellow cloth 


§ 

I 

S 

r 



51 


Desert Storm 



I 

I 

Jto 

s 

§ 


and place crumpled up paper under it to 
make dunes. 

8. For a Dune Sea, distribute wads of 
crumpled paper or tissue paper across the 
table top. Once these have been placed, lay 
the tan table cloth used for open terrain over 
the table, mounds and all. This will then 
create the hilly contours of a dune sea. For 
islands in the dune sea, place the paper only 
under the dune sea part of the table. 

9. Broken styrofoam like that used in 
packaging can be broken into the jagged 
shapes of arid rocky outcrops. These can be 
undercoated black and then painted with 
various shades of brown to get the right 
colours. 

10. For a sangar, cut out a roughly shaped 
base from cereal box card. Then break off 
small pieces of styrofoam and stack these in 
a semi-circular wall on the card base. The 
styrofoam can be glued easily with PVC. 
glue. Once it’s dry, it can be spray painted 
like the Rocky Outcrop above. 

ARID TERRAIN TACTICAL 
NOTES 

Arid terrain presents novel challenges for 
those used to fighting in temperate terrain. 
There is a noticeable lack of upright terrain 
behind which to hide troops. In fact, there 
are no trees or bushes behind which to hide. 
What few large rocks there are, are usually 
fiercely guarded by your enemies or some of 
the native fauna. 

At first, it appears that the game will be over 
quickly. Whoever goes first will annihilate his 
opponent with long range heavy weapons. 
However, a careful player will notice two 

X. Almost all arid terrain provides enough 
cover in which to hide troops. 

2. The haze and dust makes any long range 
sniping more difficult. 

To survive in the desert, a smart commander 
makes every use of what terrain is around 
him. You should place the majority of your 
troops in cover. When you move, be sure to 
advance from one piece of cover to another. 
If you have access to blind or smoke 
grenades, use these to cover your advance. 
The best cover is, of course, the rare rocky 
outcrop. No only does it obscure line of 
sight it provides hard cover. No other natural 
terrain in the desert provides this. For this 
reason alone, pay special attention to rocky 


areas. Use them as hard cover for troops with 
indirect fire weapons such as mortars. 

Wadis, like rocky outcrops, provide hard 
cover. They are the best defensive terrain in 
arid regions. Units hidden in a wadi are safe 
from attack while advancing along the wadi. 
Wadis which are parallel to the line of attack 
function as natural trenches while those at 
angles to the line of attack provide protected 
avenues for troop advancement. 

The desert is a place where, because of the 
flatness of the terrain, the vehicle rules the 
battlefield. In such an environment, anti-tank 
artillery becomes more important that anti- 
personal. A lascannon serves you better than 
a scatter laser in the desert. 

If you have vehicles, their dust making 
abilities are an added bonus. The lowly 
Rhino takes on a new importance when it is 
able, by zig-zagging, to obscure the advance 
of multiple squads of Space Marines. The 
down side is, of course, if the Rhino is 
making the dust, it can’t hide within it. A 
unit which moves from hidden position to 
hidden position with its dash covered by the 
dust of vehicles can quickly and safely close 
with the enemy. 

Skimmers are very effective in providing a 
screen of dust. They also have the added 
advantage of a dust attack. A group of 
skimmers can cause havoc with lightly 
armoured troops, such as Ores or Imperial 
Guard. A fly-over by Jet Bikes, allows the 
Eldar player to attack screening troops in 
sand areas using the blown dust effect while 
saving the Shuriken catapults for second 
echelon attacks. 

Though vastly different from the normal 
temperate forest terrain usually used in 
Warhammer 40,000, these rules provide a 
challenging environment in which to fight 
the battles of the fortieth millennium. 



Cover Cover Saving Throw 

Oasis 

6 + 

Rocky Outcrop 

5 + 

Sangar 

5 + 

Wadi 

4 + 
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GAMING CONTACTS 


This section aims to help put players or clubs of Games Workshop games in 
touch with others of a similar inclination. If you are a member of such a gam¬ 
ing group and would like to advertise your group, find new friends with which 
to play our games or even advertise tournaments, you will need to let us know 
the following details: The name and venue of the club, usual meeting times, a 
contact name and address (and telephone number if you wish), and which 
games you play. 



GAMING CONTACTS APPLICATION FORM 

Please add my details to the next 2 issues 
of the Citadel Journal 

Name of club: _ 

Games played at the club: _ 

Club venue: _ 

Date & time of meetings: _ 

Contact name: _ 

Contact tel: _ 

Notes (admission fees, age range, etc.): _ 







































Gaming Contacts 



55 


















Willow Rd. Lenton, Nottingham, NG7 2XVS. 



56 




57 


rneiK'i Utinies-workshop. co. i 
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journal @ ganws-workshop. < 
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Subscribe to Warhammer Monthly and we’ll 
deliver the next 12 issues, plus the following, 
FREE: 

• A voucher for £5.00 off of your next Mail 
Order (please note that this voucher is 
only redeemable with GW UK Mail Order). 

• 2 back issues of any Black Library 
publication. 


Journal 


Subscribe to the: 

NEW FANATIC CITADEL JOURNAL! 

(New Inferno-sized 48 page magazine) 
and we’ll deliver the next 6 issues, plus the 
following, FREE: 

• A voucher for £5.00 off of your next Mail 
Order (please note that this voucher is only 
redeemable with GW UK Mail Order). 

£21.00 IUK&BFP0) 

$35.00 (US) $50.00 |CDN) 

New subscriptions will start with the next issue published. 
Unfortunately we cannot include back copies in 
subscriptions because they are in limited supply. 

(This offer applies to new subscribers, re-subscribers and those of you .wishing to 
extend an existing subscription.) 


£24.00 (UK&BFPO) 


£80.00 (US) 









Subscribe to Inferno! and we’ll deliver the 
next 6 issues plus the following, FREE: 

• An incredible saving of £5.00 on the 
cover price. 

• 2 back issues of any Black Library 
publication. 

£25.00 (UK &BFP0) $35.00 (US) 


WRITE TO: 

Games Workshop Mail Order, Willow Road, Lenton, Nottingham. NG7 2WS 
or call: 0115 - 91 40 000 (6.00am til Midnight) 


MEGA SUBSCRIPTION DEAL! 




£70.00 (UK &BFP0) 


You can subscribe to all the 
Black Library publications 
above and in addition to 
receiving all of the 
aforementioned free gifts 
you’ll get: 


• A further saving of £3.00. 


A limited edition.poster 
signed by one of the Black Library artists. 





r WARPED VI SI ON S 

This month Warped Visons returns with some great images from some talented artists. 


Portrait of a Daemonette, by Steve Hanford (brother of Martin) from Herefordshire. 
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Imperial Preacher with familiar, by Steve Hanford. 
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:ighty-eight’ dispatches a Camifex, by Owen Morris, from Moray, Sco 
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Nurgle Plague Marine, by Jason Hightower from California. 


67 








WARHAMMEfl 


wtLYMiur xm 


v}).v \uvr rm 

HHTTTQHHHr 


Weekends of War 

A report on the Warhammer Empires Weekend at 
GW HQ Lenton and the Portsmouth Gaming Club 
Tournament 
By Alex Fennell 



Warhammer Empires 
Weekend 
15th and 16th of 
January GW HQ 

Hi, I’m Alex Fennell, from 
Nuneaton (see dubious 
photo) and I thought I'd 
submit a report about the 
recent Warhammer Empires 
weekend that I took part in. I 
have been playing GW games 
since the days of Blood Bowl 
and Dark Future, and in the 
main play 40K - generally 
fielding a large Saim Hann 
army that regularly clashes 
with the Imperium. I have 
never really got round to 
playing Warhammer very 
much, and the Warhammer 
Empires weekend held at 
Lenton over the 15th and 


16th of January 2000 was the 
first time I had played 
Warhammer with anyone 
outside my normal gaming 
group. To be perfectly honest, 
although I possess a 
reasonably large Dark Elf army 
it had been tested in batde a 
grand total of five times prior 
to this campaign. However, I 
figured that a Warhammer 
campaign weekend was a 
great way to be introduced to 
the game as there would be 
no pressure or stress to 
perform well. As a result I 
looked at it as an opportunity 
to have a laugh and meet 
other people interested in the 
GW hobby. 

Of course I wasn’t going into 
batde totally naive. For 
instance, my comprehensive 
build-up training of five 
games had taught me the 


following lessons about my 
Dark Elves. 

1. Don’t get charged by 
Bretonnian knights. 

2. Don’t get bogged down 
fighdng Chaos Warriors with 
halberds. 

3. T3 troops die easily. 

4. Try not to use Dispels as 
power cards, as they will 
invariably be needed in the 
next magic phase. 

The feet that I hadn’t won any 
of my practice games was not 
much of a concern for me. 

The way I looked at it the 
only way was up! 

So, armed with my meagre 
knowledge of the rules I drew 
up a 1750 point army ready to 
do batde for the glory of 
Khaine. I had already decided 
that if it were at all possible I 
would try and avoid any 
battles, and just spend the 
whole weekend plundering 
villages. My mighty army 
comprised of the following: 
Jeremiah Kool - Dark Elf 
General on Cold One. Heavy 
armour, shield, lance, two- 
handed weapon. 

Leading the Flashing Blades 
- 9 Cold One knights plus 
standard with lances. 

Mariah Karey - Level 2 
Sorceress. 



Val Killmore - Level 1 
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Baron Greenback - Assassin 
with two weapons and light 
armour. 

For Regiments 1 chose the 
following: 

The Darkside Cowboys - 20 
warriors with shields and light 
armour, plus standard bearer 
and musician. 

The Naggaroth Nightwings - 
15 corsairs with two hand 

weapons, plus standard 
bearer and musician. 

The Lone Rangers - 10 
crossbowmen. 

The Dealers - 2 Repeater 
bolt throwers. 

The Dregs - 8 Harpies. 
(Sounds a bit like these lads 
would be better off on the 
Blood Bowl pitch - Ed.) 

My plan was pretty simple. 

The Cold One knights would 
charge as soon as possible, 
while the main infantry units 
would mop up what was left. 
Of course to all those of you 
who have played Warhammer 
for ages this was probably a 
stupid plan, but bear with me; 

Upon arrival on Saturday 
morning the players were 
assigned either an Empire, or 
told that they were to be 
freebooters, army generals 
who would ally with an 
Empire for money. The rules 
for victory were quite 
straightforward; the Empire 
with the most territories (each 
started with three) would win 
the campaign. The freebooter 
general with the most money 
would win the freebooter 
competition. 

Initially I found myself a 
freebooter, but decided that 
my talent would best be 
served as part of an Empire 
(where my inexperience 
would not count so much). It 
was quite straightforward to 



get a transfer and I found 
myself fighting for Empire A - 
The Alliance’. We were a 
pretty mixed bag, consisting 
of three Dark Elf armies, two 
Chaos armies (Khome and 
Slaanesh), two Vampire Count 
armies (Blood Dragon and 
Lahmian), a Skaven horde and 
an Ore and Goblin force. The 
Slaaneshi general was chosen 
to be our leader. Well at least 
to begin with anyway! 

Our first phase started rather 
well. I actually won my first 
ever game of Warhammer, 
defeating an Empire army, 
though the Cold One knights 
had been reduced to four 
models by the time they made 
it into combat. In addition to 
my victory, enough of my 
fellow evil generals won to 
mean that we had taken a 
territory from the namby- 
pamby Empire B (a bunch of 
'good guys’). In the diplomacy 


phase various monies were 
exchanged with freebooters 
and assassination attempts 
were staged. Our Slaaneshi 
general successfully defeated 
the assassin sent against him, 
but then faced a coup 
orchestrated by our very own 
Skaven Warlord. Nobody 
wanted a rat in charge so his 
attempt was unsuccessful, and 
for his pains he had to fight a 
particularly difficult 
l.izardman army in the next 
round ‘to prove his loyalty.’ 
Our second game was not so 
good. Although I managed a 
win against a Chaos army 
(without the loss of a single 
model! This was two wins out 
of two, I was feeling pretty 
chuffed!) the Alliance neither 
gained nor lost any territories. 
After the batde I went to see 
Jervis to ask if my recendy 
victorious army could 
rampage through some 
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villages. A few dice rolls were 


made and a number of 
prisoners were captured by 
my forces and then sacrificed 
to Khaine in return for a 
magic item. 1 could have gone 
to reinforce one of my allies, 
but I thought a slave raid was 
far more in keeping with my 
evil army. Meanwhile our 
enemies Empire B had lost yet 
again, and were now down to 
a single territory. Our other 
neighbour Empire G (a 
similarly evil group, with 


whom we had a very dubious 
non-aggression pact) had won 
yet again putting themselves 
in the lead with five 
territories. Still unhappy with 
our current leader, the Skaven 
general's joy was complete 
when a Vampire assassin 
killed the Slaaneshi warlord. 
Seizing his chance the rat 


again stood for leadership, 
and was this time 
unanimously voted in. 
Primarily because he had 
promised to buy us all a drink 
if we let him be in charge! 

The third and final phase of 
the day saw a reversal in our 
fortunes. We managed to lose 
our newly gained territory to 
Empire C. I lost my own 
battle to a Slaanesh army, 
losing both wizards and then 
the general to the chaos 


spawn spell. This even though 
my general had the Spelleater 
Shield (every army was 
randomly given three magic 
items at the start of the 
weekend, my other two being 
the Amber Rod and Sword of 
Might). 

Not a great deal happened in 
the diplomacy phase. Our 


Skaven leader survived, 
although dark plots were 
being discussed within the 

Each player was then given 
three gold crowns with which 
to gamble with and gaming 
was halted for the evening. 
Through general skulduggery 
and wickedness Jeremiah 
Kool managed to acquire 27 
of these, and instantly became 
the treasurer for the Alliance. 
Throughout the evening back- 
alley deals and dirty tricks 
were carried out by most of 
our players, and by the end of 
a very successful evening I 
had amassed (and then part 
distributed) over 50 crowns 
for the Alliance. Combined 
with our other players this 
meant that we were now the 
richest Empire, if not the 
most powerful. 

The fourth phase on Sunday 
morning began with a 
surprise. By now thoroughly 
fed up with our furry general, 
the Blood Dragon knight led a 
bloody coup. After 
dispatching the short one in 
one round, he then SOLD the 
Empire to a freebooter who 
had decided he wanted to 
become an emperor! To make 
matters worse our new 
general was a Bretonnian 
Knight on a Dragon! Plans 
were instantly made to oust 
this usurper, but first we had 
to fight Empire G, breaking 
our non-aggression pact. They 
were the current leaders, with 
a whopping six territories. My 
own battle did not go 
particularly well. Facing a 
freebooter Vampire Counts 
army, my own force pretty 
much ran off the board in 
sheer terror. Intense 
negotiations then began (with 
me still holding some of the 
Alliance’s treasury) and after 
handing over a large amount 
of money to my opponent he 
agreed to give me the win - 
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thus ensuring that our Empire 
won another territory, 
bringing our total to four. 

The final diplomacy phase 
saw another successfiil coup. 
This time it was I who 
wrestled control from our 
despised general, the 
Bretonnian usurper. My 
victory was short-lived, 
however, as an Assassin in the 
shape of a Tzeentch Daemon 
Prince attacked my general. 

My bodyguard in the fight - a 
Khome Daemon Prince - got 
completed trashed and then 
unsurprisingly my general fell 
too. Control of the Alliance 
then passed to it’s sixth 
Emperor, another Dark Elf 
lord. 

The final battle phase saw us 
attacking Empire G again, and 
because we had not been 
attacked in turn we were able 
to put two armies against 
each defender. 1 was allied 
with our furry ex-general and 
his Skaven horde, and we 
squared up to a very small 
Tzeentch Chaos army. In fact 
it was the army that contained 
the assassin that had killed my 
own general in the previous 
diplomacy phase and brought 
a premature end to my 
leadership of the Alliance. 

With such odds we were 
never in any real danger of 
losing, though at one point all 
but two of my units were 
fleeing from a Terror-causing 
Daemon Prince (fortunately 
they subsequently 
regrouped). Poetic justice was 
achieved when my Assassin 
Baron Greenback (armed with 
the recently acquired Sword 
of Heroes) killed the Daemon 
Prince general. The Cold One 
knights then broke a Horror 
unit, and ran them down with 
the help of a Manticore- 
transformed sorceress. That 
broke the Chaos army and 
ended the game. We won 
another territory, giving us 


second place overall. Empire 
G had been reduced to just 
one territory and our original 
enemies. Empire B, had lost 
their only remaining territory 
in the final phase. 

So ended a very enjoyable 
weekend. 1 fought five very 
good battles, met loads of 
great people and learned a lot 
about the game. The highlight 
of the weekend was all the 
double-dealing, conniving and 
back stabbing that we all got 
up to in the diplomacy 
phases. This ‘acting in 
character’ really made the 
weekend great, and the fact 
that at times we bribed our 
way to victory made our 
second place even more 
memorable. 

So, fellow evil generals from 
Empire A. If you’re reading 
this, get ready for the next 
campaign. I’ll see you there. 


Portsmouth Gaming 
Club’ Tournament 
5 th and 6th February 

Here’s an account of a recent 
Warhammer 40K tournament I 
took part in. I have been 
playing 40K for a very long 
time now, right back to the 
days when it was possible to 
‘temporally distort’ your 
opponent out of the entire 


game! My main army is a huge 
Saim Hann Craftworld Eldar 
force, but I can also field an 
Imperial Guard Cadian army 
and a Chaos Nurgle army. All 
my armies have lots of 
conversions, the main ones in 
my Eldar army being a Wave 
Serpent and a Wraithlord. 

The tournament was run by 
the Portsmouth gaming club 
(Battleforce Pompey) over the 
weekend of the 5th and 6th of 
February, and comprised 
approximately seventy 
Warhammer players and 
twenty 40K players. I had 
heard about the tournament 
from John, the Portsmouth 
store manager and so as long 
practitioners of the art of 40K, 
my friend Matthew and I 
travelled down to test our 
skill against some different 
people for a change. On a 
side note, we both had tickets 
for the forthcoming Grand 
Tournament, so we also saw it 


as a final chance for some last 
minute practice. 

Although the rules were 
exactly the same as the 
previous Grand Tournament 
(with the exception that there 
was no break point rule), 
each player was allowed to 
take 1,800 points worth of 
troops. This allowed for a 
litde bit of variety in what was 
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for most people their 
standard 1,500 point force. 
The Warhammer section 
worked on a similar principle, 
but my interest in that section 
was only to wander around 
and look at the brilliantly 
painted models. Surprisingly 
(to me at least) my army was 
one of only two Eldar armies 
present, and fortunately the 
only one representing the 
wild Craftworld of Saim Hann. 
My force comprised the 
following choices: 


HQ 1: Farseer Ralthalmon. 
Armed with Witchblade, 
Runes of Witnessing, Pistol 
and the Guide psychic power. 
He spent most of his time in 
the Falcon with a Brightlance. 
HQ 2: The Avatar 


Elites: 9 Howling Banshees 
led by an Exarch who has an 
Executioner and Acrobatic 
skills. This Squad is mounted 
in my scratch built Wave 

Elites: 5 Howling Banshees 
led by an Exarch who has a 
Biting Blade and Crushing 
Blow. The squad is mounted 
in a Falcon armed with a 
Starcannon. 

Troops: 14 Guardian 
Defenders with a Brightlance. 


They are led by a Warlock 
with a Singing Spear and the 
Conceal Psychic ability. 
Troops: 13 Guardian 
Defenders with a Starcannon. 
They are led by a Warlock 
with a Witchblade and the 
Conceal Psychic ability. 


Troops: 6 Rangers. 

Fast: 6 Jetbikes. Two of which 
are armed with Shuriken 
Cannon. 

Heavy: Falcon armed with 
Pulse Laser and Brightlance. 
Heavy: Falcon armed with 
Pulse Laser and Starcannon. 
Heavy: Wraithlord armed with 
a Brightlance and Shuriken 
Catapults. 

My overall battle plan was 
actually pretty simple: The 
army would generally hang 
back and use its anti-tank 
weapons to good effect, while 
the Wave Serpent would 
advance on a flank looking for 
someone to drop Banshees 
on. The Jetbikes would use 
their speed to draw out 
enemy units, and the Avatar 
and Wraithlord would try and 
make it into combat without 
taking too many wounds. 
Finally the Scorpions (in one 
of the Falcons) would be a 
litde surprise for anyone who 
actually got near my battle 

I was not sure how this would 
work against Imperial Guard 

or Orks, having never fought 

either army under the new 
codex rules. Still, I had the 
basis of a plan; I would just 
have to make it up as I went 

The first round was drawn 
randomly, and from then on 
each player fought against 
someone with a similar score 
to himself, again very much in 
the same vein as the Grand 
Tourney. The missions were 
either Dawn Attack or Cleanse 
decided by the players before 
the battle. Rather ironically 
my first round opponent was 
my friend Matthew! We have 
fought against each other so 
often I’ve lost count, but this 
was the first time we had ever 
been paired off at a 
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tournament. Our Dark Angel- 
v-EIdar battles are always very 
bloody affairs, with a huge 
death toll on both sides. For 
the first time though this was 
a pretty one-sided game. 

It all started to go wrong for 
him when by the end of his 
second turn - he had hit one 
of my Falcons four times with 
lascannon fire from a Predator 
Annihilator, only to roll firstly 
two ones and then two twos 
for penetration. Fortunately 
for me I was able to destroy 
the offensive tank after that. 
Meanwhile 1 had destroyed 
his APCs, and the Vindicator 
blew up after killing a small 
handful of Guardians. It was 
then a straightforward job to 
mop up the surviving Marines, 
kill the three Ravenwing 
speeders (who failed every 
jink roll!) and then finish off 
the Terminator Assault squad. 
To totally add insult to injury 
my Wraithlord killed the 
Deathwing Master in close 
combat, even though he had a 
Thunder Hammer and Storm 
Shield. No doubt the Dark 
Angels are, even now, plotting 
their revenge. 

I faced another Marine player 
in my second round. This 
time it was an unpainted (bit 
of a shame this, particularly as 
the guy actually worked for 
GW!) Death Company army. 
Now this was not stricdy legit, 
as no one else had been 
allowed to bring ‘opponents 
consent’ armies to the 
tournament. After totally 
crushing his opponent in the 
first round, this player was 
told by the judges that he had 
to play as a Blood Angel. 
Naturally the Blood Angels 
stormed towards my position 
as fast as they could 
(sometimes very fast indeed!) 
but fortunately for me 1 was 
able to shoot most of them 
before they got too close, and 


only four Assault Marines and 
his Captain made it into 
combat. The Marines wiped 
out the Jetbikes, but were in 
turn killed by the Avatar. The 
Captain meanwhile took three 
combat phases to kill six 
Rangers, and was then killed 
by a massive concentration of 
Shuriken catapult and 
Starcannon fire. The final 
mopping up of Scout squads 
then began, and victory was 
once again mine. 

My third game was against an 
Imperial Guard force. As I 
mentioned earlier, I had not 
played against these before, 
and looking at the firepower 
spread out against me it was 
indeed daunting. 
Unfortunately this was not a 
good game. My opponent and 
I just didn't get on, and it was 
one of the worst mannered 
40K games I have ever played 
in. I will draw a veil over this 
disappointment, and suffice to 
say the end result was a draw, 
with exacdy the same bonus 
points scored by each of us. 
Thus ended the first day. It 
was not particularly clear who 
was winning, as there were a 
couple of people who had 
won all of their games and the 


judges were keeping the 
results to themselves. As well 
as gaming there were also 
points to be picked up for 
army selection and painting, 
so it was still a pretty wide- 

The fourth day saw an all 
Eldar clash as 1 took on the 
other Eldar player (who was 
one of the guys who had won 
everything so far). He too had 
taken primarily Guardians, 
with Banshees and Scorpions 
supporting them. My main 
worries were his two 
Wraithlords, who would cause 
havoc if they got into close 
combat. 

Typically there was not a great 
deal of shooting, the 
combination of short-ranged 
weapons and lots of cover 
meant that only the anti-tank 
weapons from each side could 
fire. The game was fairly 
balanced until in one turn I 
destroyed his last surviving 
Wraithlord, destroyed the 
Falcon carrying his Banshees 
and assaulted his advancing 
Guardians with my Scorpions 
and Banshees. The ensuing 
combat was very one-sided, 
with only the Farseer and 
Warlock bodyguard surviving 
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twenty-six strong squad, but 
with his lower Toughness I 
was not surprised when he 
died right at the end (there 
were only five Boyz left by 
then). The Boss and retinue 
were left marooned in the 
middle of the table after their 
transport was destroyed, and 
two turns of concentrated 
heavy weapons fire finally 
killed them all off. Even my 
Rangers achieved something, 
killing the Big Mek as he 
attempted to plant super Stikk 
bombs on the Wave Serpent. 
By contrast my own casualties 
were remarkably light; only 
the Jetbikes and a small 
number of Guardians (oh, 
and the Avatar!) biting the 
bullet. 

Thus ended a good weekend. 
As always, it was great to meet 
other 40K players, and indeed 
many of them will be turning 
up to the Grand Tourney, 
where we will no doubt be 
able to form a great pub quiz 
team. For my efforts I had 
managed to achieve second 
place overall, and was 
presented with Codex: 
Catachans, the Catachan 
boxed set and the Catachan 
Sentinel box -1 wonder what 
my next army will be! Of 
course coming second means 
that I have scope to do one 
better up at Nottingham, 
namely winning (yeah right!). 


out of over twenty Guardians. 
They died in the next turn. 

On the other side of the 
board my own Wraithlord and 
one of the Guardian squads 
killed his Banshees and 
Scorpions, only for the 


Wraithlord to die against the 
two Exarchs. His Avatar made 
it into combat with mine, and 
actually killed him with the 
final dice roll of the.game. It 
was a symbolic victory only 
because the only other enemy 
models on the board were the 
Banshee and Scorpion Exarch. 
My final batde of the weekend 
was against another army I 
had yet to face - Orks. This 
army was a beautifully painted 
Goff force, and was judged to 
be the best painted army. 

As befits a Goff army, the 
majority of the troops were 
huge squads of Boyz, 
supported by two 
Dreadnoughts and two Killer 
Kans. There was also a large 
anti-tank squad, and five War 
Bikes. The Ork Boss was 
mounted with his retinue in a 
large Battle-wagon. The Ork 
tactic seemed quite simple. 
Run towards my own troops 
as fast as possible. Although 
having never played against 
Orks before, I knew that they 
were deadly in close combat 
so 1 had already decided that I 


would try to stay out of range 
and use the Avatar and 
Wraithlord to try and dent the 
initial mad rush. The 
Banshees would only 
disembark if there was a small 
squad to pick on. 


The scenario played was dawn 
attack and both of our 
opening shooting rounds 
were pretty poor. I was 
slightly worried about the 
amount of dice he was rolling 
for his Rokkit launchers 
though. My tactic of hanging 
back and blasting things with 
high strength weapons 
worked very well. The 
Wraithlord did a great job of 
destroying the anti-tank Boyz 
and a Killer Kan in close 
combat and then tied up a 
twenty-six strong squad of 
Boyz for the rest of the game. 
The Avatar also tied up a 
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Hot from the Forges 


There’s some cool miniatures to use in the scenario ‘In the Dead of the 
Night’, ace fleet deals for your battles of Battlefleet Gothic and we’ve even 
dug out the old Ambull model for ‘Down Amongst the Dead Men’... 
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FLEET DEAL 


• Battlefleet Gothic 
Boxed Game (4 Imperial 
cruisers contained within the 


ailable separately 


Mail Order 


IMPERIAL 

BATTLEGROUP 


Or you can get all this and more by visiting 
our website at: 


‘Retribution class battleship |_ 

• 2 Dauntless class light 
' cruisers 

' *2 Sword class frigates 
ry *3 Cobra class destroyers 

; I All for £68 and we’ll also send you two sets each ol 
il Bombers & Mines FREE ! The Fighters, Bombers 


MAIL ORDER IS ON-LINE! 

You can now get in touch with Mail Order via Email. If you 
have any questions about rules, suggestions for 
conversions, price enquiries, orders, or want to contact 
Mail Order for any reason, you can now do so via 
computer. The address to contact us is: 
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FLEET DEAL 


scattered. To help 
li gather a warfleet 


months battle report: 

• Battlefleet Gothic 

Boxed Game (4 Chaos cruisers 
i contained within the boxed 
' /game!) 

• Desolator class battleship 
I > 3 Idolatorxlass raiders 

! ' • 7 Infidel class raiders 


100 $ 





























Waargh!! Da Orh Bommer and Orh 
fighta-Bommer 

Models designed by Shane Hoyle, rules by Jervis Johnson 
ORKY KNOW-WOTS 

Up until now Imperial Armour has only produced excellent vehicle variants for your Imperial Guard 
armies. Well, this is all set to change! For the Orks have now got in on the act and have set their 
Mekboys hard to work building them some of the fastest, shootiest Bommers and Fighta-Bommers 
around so that those Ork players out there can give those pesky humies a taste of their own 
medicine... WAARGH! 

Imperial Armour returns with its range of ultra-cool, ultra-detailed, ultra-specialist Warhammer 
40,000 kits. These are individually made in hand-poured resin, and we’re not making many of them. 
This issue we bring you the incredible Ork Bommer and Fighta-Bommer.. And what's more, you'll 
only find the rules for using them right here in the Journal! 

Watch this space for more exciting unique resin kits like the Lightning Imperial Attack Fighter... 

If you want to know more, send an SAE (or two IRCs) to: 

Imperial Armour, Forge World, Games Workshop Ltd, Willow Rd, Lenton, Nottingham, 

NG72WS. UK 

Or for the latest news keep your browser pointed at our website: 

http://www.blacklibrary.co.uk 


^ SEND TO: IMPERIAL ARMOUR, GAMES WORKSHOP. WILLOW ROAD, LENTON, NOTTINGHAM, NG7 2WS - UK ^ 








_ ORK BOMMER _ 

_ Points Front Armour Side Armour Rear Armour Bs 

Bommer 132 10 10 10 2 


Although most Orks prefer to have both feet 
firmly planted on the ground, there are a few 
irrational individuals who have a craving to fly 
through the air like a bird. Most flyboyz are 
Speed Freaks who just can t go fast enough while 
on land and so take to the sky for the 
exhilarating feeling of plunging groundwards at 
the speed of sound! They are generally 
considered to be quite, quite mad by the other 
Orks, but when the figbter-bommerz dive down 
over the enemy, shootas blazing, engines roaring 
at full thrust, even the most die hard Snakebite 
would have to admit that there is something 
very satisfying about raining death from above. 
The bommer is a 2 sealer aircraft, with a pilot 
and a turret gunner. 


TVpe: Flyer (see rules) 

Crew: Orks 

Weapons: A Bommer is armed with 3 x twin- 

linked big shootas (in nose, on wings and in rear 

turret) and 6 x bombs 

HEAVY SUPPORT: BOMMER 

A Bommer is a heavy support choice for the 

Orks. 


SPECIAL RULES 

Flyer: see special rules section. 
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ORK FIGHTA-BOMMER 



Points 

Front Armour 

Side Armour 

Rear Armour Bs 

Fighta-Bommer 

104 

10 

10 

10 2 


Although most Orks prefer to have both feet 
firmly planted on the ground, there are a few 
irrational individuals who have a craving to fly 
through the air like a bird. Most flyboyz are 
Speed Freaks who Just can't go fast enough while 
on land and so take to the sky for the 
exhilarating feeling of plunging groundwards at 
the speed of sound! They are generally 
considered to be quite, quite mad by the other 
Orks, but when the fighter-bommerz dive down 
over the enemy, shootas blazing, engines at full 
thrust, even the most die hard Snakebite would 
have to admit that there is something very 
satisfying about raining death from above. 

The figbter-bommer is a single sealer aircraft, all 
weapons systems are ' controlled ' by the pilot. 


Type: Flyer (see rules) 

Crew: Ork 

Weapons: A Fighta-Bommer is armed with 2 x 
twin-linked big shootas (in nose and wings) and 
2 x Rockits 

Options: A Fighta-Bommer may carry 2 x Grot 
Bombs in addition to the rockits. 

HEAVY SUPPORT: FIGHTA-BOMMER 
A Fighta-Bommer is a heavy support choice for 
the Orks. 


SPECIAL RULES 

Flyer: see special rules section. 


AIRCRAFT RULES 

The following new rules are 
needed to use flyers in your 
games of Warhammer 40K. 

Flyers 

Flying vehicles require rather a 
lot of special rules to cover 
their movement. They start 
the game off the table, and 
then basically carry out an 
‘attack run’ by flying over the 
table in a straight line. The 
following rules explain how 
this works in a game of 40K. 
Flyers always start the game in 
reserve, even in scenarios that 
do not normally allow 
reserves to be used. Roll a 
dice for them each turn, 
starting with the second turn, 
as you would normally for a 
reserve unit. When the flyer 
appears, place it on any table 
edge, facing in the direction 
you wish it to fly. It will not 


actually move until the 
opponent’s turn, but placing it 
like this equates to the 
opposing army hearing and 
seeing the flyer appearing on 
the horizon! Because it’s not 
really got to the table yet the 
flyer may not shoot or be shot 
at until it makes its attack run. 
A flyer makes its attack run 
after the opposing player’s 
movement phase, but before 
their shooting phase - in 
effect you ‘interrupt’ their 
turn to let the flyer make its 
move. (If several flyers all 
arrive at the same time, make 
their moves in any order you 
like and then move onto the 
shooting phase.) Move the 
flyer in a straight line any 
distance you like across the 
table. The flyer will get to 
make its attack at the end of 
the opponent’s shooting 
phase, after the opponent has 
had a chance to fire at it. 


After making the move, play 
returns to the opponent’s 
shooting phase. Enemy units 
shoot normally, or can target 
the flyer if preferred. The flyer 
can be shot at by any weapons 
apart from ordnance and 
barrage weapons. Measure the 
range to the flyer’s base, or to 
any position the flyer 
occupied during its move 
before it reached its final 
position (i.e. the shots can be 
assumed to have taken place 
as the aircraft moved). Then 
add 12" to the range measured 
to the base to find the range 
to the flier. Roll to hit the flyer 
with a -1 penalty to hit and 
roll for damage normally, 
counting the flyer as a fast- 
moving skimmer (i.e. all hits 
are glancing). Stunned and 
shaken results stop the flyer 
from attacking but have no 
other effect. Immobilised 
results destroy the flyer. Note 
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that the LOS can never be 
blocked between a flyer and a 
target, either when it attacks 
or when it is shot at (unless 
target is in a building). 
Assuming the flyer isn’t shot 
down or suffered a stunned or 
shaken result, then it can 
make it’s attacks after the 
opponent has finished his 
shooting phase. The flyer may 
pivot up to 45 degrees either 
before or after making the 
attack (but not both). A flyer 
may shoot all of its weapons, 
even though it has moved. 
Measure the range from the 
flyer’s base to the target, but 
do not add 12" to the range 
this time (the flyer’s attack 
doesn’t have to work against 
gravity!). Then make the attack 
using the normal shooting 
rules. After the flyer has made 
its attack, it flies in a straight 
line off the table. 

The flyer can make further 
attack runs. Roll a D6 at the 
start of the next friendly 
player turn, and position the 
flyer on the table edge in the 
same manner as when it first 
appeared on a D6 roll of 4+. 
On a roll of 1-3 the flyer 
doesn’t return this turn, but 
you may roll again for it in 
your next player turn. 

Rockit Racks & Bomb 
Racks 

These weapons may only be 
fitted to flyers. Bombs count 
as mortars (R48”, S4, AP6, 
heavy 1 blast, may pin), while 
rockits as hunter-killer missiles 
(unlimited range, S8, AP3, 
heavy 1). Both must be fired 
forward in the direction that 
the flyer is pointing. If a flyer 
has several bombs count each 
as a separate mortar in a 
‘battery’. Rockits and bombs 
can be used once per game 
and may not be fired again. 


The Grot Bomb works in the 
same way as a normal bomb, 
except that it counts as a 
Griffon Mortar (R12-48”, S6, 
AP4, Ordnance 1 blast). In 
addition the Ork player may 
reroll the scatter dice if he 
doesn’t like the first result (he 
must accept the second roll 
though!). 

Anti-Aircraft Mount 

An anti-aircraft mount, as its 
name implies, is a mount that 
allows a weapon to be fired at 
flyers more easily than would 
normally be the case. Any 
weapon may be fitted in an 
anti-aircraft mount. An anti¬ 
aircraft mount allows the 
weapon to shoot at flyers 
without having to add 12" to 
the range or suffer the -1 to 
hit modifier. It also allows 
ordnance and barrage 
weapons to fire at flyers (you 
score a hit if the flyer is under 
the template, but can’t hit 
ground targets as well). 
Weapons fitted in anti-aircraft 


mounts may not fire at all if 
the vehicle moved, and 
preclude the use of any other 
weapons on the vehicle in the 
turn that they fired, unless 
they are fitted to a war 
machine. In addition, they 
cannot shoot at targets that 
are at ground-level and within 
12" of the weapon, as they 
cannot be depressed low 
enough to shoot at such a 
close target. The guns fitted to 
the Hydra tank or Hydra flak 
platform count as being in an 
anti-aircraft mount. 


LOOK OUT FOR THE 
LIGHTNING IMPERIAL 
ATTACK FIGHTER AND 
JERVIS’S DOGFIGHTING 
RULES WHICH WILL BE 
STRAFING THE PAGES 
OF THE JOURNAL SOON! 
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Dark Night 

A Gorkamorka scenario 


By Nicholas Piachaud with lots of help from Dalga Faik 



84 




Darh Night 


Things that go bump... 

‘There are stories out there. 
Not many, not very well told, 
but still...’ 

One such concerns a place, 
between the fortz and 
Mektown. They call it 
‘Snagga’, an old fort situated 
in the middle of nowhere 
refitted by a rich and powerful 
mob to be a drive-thru bar for 
other mobs. 

Recently, tales are that Snagga 
has been acting strangely. 

Tales are that the mortality 
rate for visitors to Snagga’s 
bar has been a little high, 
even for an Ork bar. There are 
those that say something has 
come to Gorkamorka. 
Something dark and very 

Dark Night is a special one-off 
scenario influenced by films 
such as Dusk till Dawn as well 
as combing elements of Aliens 
for good measure. This is a 
scenario for experienced 
mobs only as it is quite 
difficult. It’s also tense and 
exciting but can rapidly 
deteriorate into a bloody 
massacre. I guess the purpose 
of this is to say, well you have 
been warned (evil laughter). 

BACKGROUND 
On the way back to Mektown, 
your mob has decided to drop 
in on Snagga's fort, which you 
have heard sells the finest 
fungus brew around for the 
best prices. You mob joins the 
inevitably large queue of 
thirsty boyz struggling to get a 
beer, and as the twin suns set 
over the horizon the only 
sounds audible are the 
honking of horns and shouts 
of assertive encouragement. 

As night falls much to your 
mob’s relief they finally pull 
up outside Snagga's fort and 
somehow bribe the Ork at the 
gates to let them in. Or hit 


him hard until he lets you in, 
anyway. 

As the night wears on the 
collective boyz get drunker 
and drunker when, suddenly, 
the lights go out and the 
place is plunged into 
darkness. Screams fill the air. 
Then louder screams which 
didn’t sound like a mob 
enjoying a drink. Your mob 
beats a hasty retreat and so 
misses out on the pleasure of 
being decapitated or 
disembowelled, or any other 
yucky things starting with ‘d’, 
perhaps the most obvious one 
being death! 

Checking their weapons and 
equipment, the mobs decide 
to make a bolt for the gate, 
get to the buggies and ride off 
into the night. 

This scenario is only 
suggested for Mobs with a 
fairly high rating because it is 
rather bloody. 


Part I: 

Gettin out of da fort 

Terrain: Use the Gorkamorka 
fort for Snagga. Feel free to 
add any ‘Orky’ extensions to 
the fort as you see fit. The 
Fort is the only thing we are 
really concerned with at the 
moment, so set it up in the 


middle of the table. 

Intensive playtesting of this 
scenario shows that two forts 
combined is more than 
enough space, since we used 
two mobs. 

MOBS 

Any number of mobs may take 
part in this scenario, however 
players should note that 
should you have more mobs, 
the size of the fort should also 
increase. Actually, the more 
mobs there are, the more fun 
this scenario is. 

Mobs may have all of their 
members available for this 
scenario. 

Old Battle Wounds and 
similar injuries (including 
Permanent Damage) that 
would keep a model out of 
the game outright are not 
applicable here. 


DEPLOYMENT 

All of the mob’s vehicles 
should be deployed no closer 
than 12 inches from the fort 
and all the members of each 
mob (except drivers) are 
deployed inside the fort, 
preferably together, but as far 
away from the fort gate as 
possible. All weapons may be 
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taken. Drivers, rightly 
suspicious of their vehicles 
being nicked by envious 
mobs, have elected to stay 
with their vehicles. This 
includes bike owners. There is 
a very good reason for this, 
which is detailed later. 

SNAGGA’S MOB 
As some of you may have 
guessed, Snagga's mob has 
been taken over by 
Genestealers! The Orks are 


not alone on Angelis and 
some Stealers from a recently 
crashed spacecraft have come 
out of hibernation and are 
now looking to enslave the 
population starting with 
Snagga’s mob. Snagga’s mob 
is now formed of Genestealers 
and Genestealer/Ork hybrids. 
There are Genestealers 
deployed inside the fort, but 
they only come into it a bit 
later. Inside the fort are the 
Hybrids, an insane blend of 
Ork and Genestealer, 


combining Ork strength and 
single-mindedness to 
Genestealer, erm, strength 
and single-mindedness. There 
are 2D6+2 Stealer Hybrids 
deployed inside the Fort, all 
armed with sluggas and 
choppas. 

Snagga’s mob is deployed 
along the top floors of the fort 
(battlements?), they should 
not be too close to the 
normal mobs. Use common 
sense, or if common sense is 
unavailable use a dice. They 
are assumed to be feeding or 
sleeping at this time believing 
themselves to have killed all 
the warriors in the fort. 

STARTIN 

The Ork mobs go first. 

Because it is pitch black in the 
fort, the Orks can only see D6 
inches ahead of themselves. 
The only exception to this are 
warriors with Bionik Eyes, 
who can see clearly. The Orks 
are creeping around in the 
dark, occasionally brushing 
against a dismembered corpse 
or chitinous carapace, so they 
can only move as far as they 
can see. Their aim is to get to 
the fort gate and blow it wide 
open. The fort gate can be 
attacked directly with the 
mob’s weapons, use the 
damage table from the 
rulebook to see what 
happens. However, treat any 
results above lor2asa3-as 
the gate cannot be destroyed 
by puny weapons! Boyz may 
scale the walls and jump out 
(cause da monsterz is up 
there in da roof). Therefore 
they just have to sit tight and 
wait for rescue. If an Ork can 
see a Stealer hybrid (within 
vision range), he can shoot at 


BOTTLIN’ 

You cannot bottle out in this 
scenario. Where would you 


HYBRID AU)AR£N£$S 

1D6 Result _ 

1-3 The Hybrid doesn’t see the Orks (unless they’ve have 
been shot at, of course!). 

4-6 The Hybrid recognises the quivering Greenskins 

huddled together and explodes into action! If a boy is 
in weapons range the Hybrid will open fire. If the boy 
is in charge range the Hybrid will charge and fight in 
close-combat. 

In subsequent turns, active Hybrids continue to remain active 

and behave as explained above, but inactive ones must test. 



CAPTURED TABLE 

1D6 

Result 

1-2 

Dead. Capture by Genestealers is not pleasant and 
the unfortunate Ork is now as good as dead. 

3-4 

Multiple Injuries. The Warrior suffers from serious 
injuries. 

5-6 

Survived against All the Odds. Surprisingly the 
warrior has survived intact. 
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Special Rules 

After each of the mobs have 
had a turn roll 1D6 for each 
Genestealer hybrid turn. This 
is the awareness of the Stealer 
Hybrid: 

START THE CAR... 

At the start of the second turn 
2, the each mob’s driver 
becomes aware of the screams 
from the fort and may 
immediately start up his 
vehicle and attempt to ram 
the gates to the fort. If a mob 
has more than one vehicle, 
decide which one will ram the 
gate. The others start up their 
engines and prepare for a 
quick getaway. 

If a mob succeeds in getting 
through the gate, then in 
subsequent turns the Orks 
inside the fort may make good 
their escape and mount their 

When all models are aboard 
and all last minute worries are 
sorted out (left luggage, 
forgotten wallets, that sort of 
thing), the transport may 
screech off into the desert 
with all the ladz doing the 
Orky equivalent of wiping 
their brows and sighing, etc, 
etc. Which brings us nicely 

Part 2: 

Da Chase 

Part two of this scenario 
involves the mobs frantically 
attempting to put as much 
distance between them and 
the ‘bugs’ as possible. 
Unfortunately, the 
Genestealers themselves have 
been roused by all the noise, 
and are in hot pursuit. Part 
two takes place as a normal 
scenario, except that there is 
no scrap, the bottling-out 
rules do not apply because, 
well, you already bottling out. 


Genestealers can see perfecdy 
well in the dark, but 
unfortunately the Orks can’t. 
To represent this, the Orks 
can only see Genestealers if 
they are within 6 inches. They 
may then do whatever the 
rules allow them to do 
normally (which probably 
means they cower in terror!). 
Note that Orks go into 
Overwatch in their turn, so if 
a Genestealer attempts a 
boarding action, it can be shot 
at while on Overwatch. 
Genestealers follow the 
normal rules for boarding 
vehicles, but a roll of a 6 on 
their Initiative test means that 
they fail. 


successfully escapes the 
tabletop is the winner. Serious 
Injuries are sorted out as 
normal, as is vehicle 
permanent damage. However, 
experience is slightly 
different. 

EXPERIENCE 

Any warriors that survived the 
scenario gain experience 
points as follows: 

+2D6 survives 

+ 10 wounding hit 

+ 20 wounding a 

Genestealer (not a hybrid) in 

close combat 

+ 20 winning 

For the Nob of the winning 



DEPLOYMENT 
The terrain should be the 
same as described in the first 
part of this scenario, but the 
fort should now be on one 
end of the table. Each mob 
deploys just before the gates 
to the fort. Hybrids do not 
take part in this scenario, only 
purestrain Genestealers. 

There are 2D6+ 3 
Genestealers and they should 
be placed between the mobs 
and the opposite board edge. 

WINNING THE SCENARIO 
The first Ork mob that 


+D3 Da Kings of Da Road 
Every driver in this scenario 
gains extra D3 experience. 

+5 penetrating hit 
Any penetrating hit on the 
fort gate (including ramming) 
gains +5 experience points. 

Bitter Enmity: 

Since it is unlikely that the 
warrior will be fighting 
Genestealers for sometime, 
treat any roll of Bitter Enmity 
as what 1 term fearless, the 
warrior now no longer being 
affected by terror 



Dark Night 


knocked together by some 




splice together Dark Night the 
directors cut which has 


Gorkamorka ladz sprue. I 
actually used some old 
hybrids I had created for 
games of 40K, before any 


Genestcalers and Hybrids 

Cenestealer Purestrains Cenestealer Hybrids 

_ M WSBSS T ffl A Ld _ M WS BS S T \ 

Purestrain 6 7 064174 10 Hybrid 4 4 3 4 4 1 

Weapons: Razor sharp claws and teeth (no Weapons: Slugga and Choppa. 


The Aftermath 

So there you have it, a 
scenario, ready, waiting and 
dripping with acid. If you 


On Conversions 

The Genestealers themselves 
are quite easy to get a hold of, 
whilst hybrids can easily be 


Chitii 
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After this though I wanted to 
expand the force and so I 
decided to purchase the 
Dark Eldar Codex. This 
seemed a bit daunting as I 
have never actually played a 
game of Warhammer 40K 
and I was merely interested 
in looking at other people’s 
ideas and getting a feel for 
what the units should look 
like. 

Cold One Ridens SQuad 

The next figures I converted 
were not actually in the 
Codex but came from an 
idea 1 had from collecting 
Warhammer figures. I 
decided to get my hands on 
some Cold Ones and mount 
some Wyches on them; they 
seemed the ideal mounts for 
them and made for a cool 
alternative unit. These were 
difficult at first as I could not 
get them to sit comfortably 
on the Cold Ones, but then 1 
discovered that if I used the 
Wych five model, (The one 
with the hair joining onto 
the outstretched arm.) for 
some reason the legs 
seemed to bend easier. I was 
particularly pleased with the 
Succubus of this squad, 
whom I named ‘Marfalor’. 1 
left the Splinter Pistol arm in 
place and just slightly 
altered the torso position. I 
then attached a spear to her , 
other arm (after removing 
the knives) and mounted a 
whip on a spike made from 
a hydraknife blade on her 
saddle. She is mounted on 
the Dark Elf General's 
armoured Cold One, which 
has had the pole at the back 
extended to carry a 
standard. 

Wych Warrior Squads 

Whilst 1 was constructing the 
Cold One squad, I also 
turned my attention to the 
warriors. Although my army 
was essentially a Wych army 


I still wanted a lot of variety 
in the squads. 1 decided to 
make two squads of ten 
Wyches each but to arm 
them with Warrior type 
weapons like Splinter Rifles, 
Splinter Cannons and Dark 
Lances. This again involved 
massive figure conversions 
as each one had to be 
different. I purchased a box 
of plastic Warriors to use the 
weapons and spare arms 
from them. Some of the 
figures also carry Combat 
Knives of varying types, 
especially the Succubi (I 
decided to call them Succubi 
rather than Sybarites as they 
are Wych models). My 
favourite two conversions 
are a kneeling figure with a 
Dark Lance. This one was 
particularly difficult; so 
much so that at one point I 
almost gave up. The 
conversion involved 
separating the body and 
torso, repositioning the legs 
into a kneeling position, (a 
lot of bending and pressing 
and cursing, bruising of 
fingers etc.) then filing away 
at the right side to fit a Dark 
Lance arm, (from a Warrior 
figure, acquired from mail 
order) and finally making a 
support for the weapon 
from bits of spike and 
Hydraknife. The second one 
is carrying a Splinter Cannon 
and is converted from the 


Wych five model. I used a 
plastic Splinter Cannon on 
which I had to reposition 
the arm. The left arm is 
taken from a jet bike rider 
and just seemed to fit almost 
perfectly into place. I rather 
like the motion in this 
figure, she looks as though 
she is swinging the weapon 
up to loose off a random 
volley, rather reminiscent of 
a chain gun in all those 
action movies. 

Raiden 

With the main three squads 
now in place I decided it 
was time to add some 
vehicles. The first one was a 
simple Raider. The actual 
machine itself remained 
unchanged. The driver was 
left pretty much as it was 
except that I used one of the 
female torsos from plastic 
Warrior sprue. The gunner I 
replaced with a Succubus 
figure on which I removed 
both arms and attached the 
plastic gunner arms so that 
she could be placed in the 
appropriate position. I 
painted the Raider in the 
colour scheme of the rest of 

JeThkes (and sidecans!) 

My attention was then 
turned to jetbikes. I was 
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becoming rather drawn to 
the concept of a bike and 
sidecar, possibly influenced 
by the Space Marine Attack 
Bike. I thought it was a 
good idea to have the 
Succubus in a sidecar, 

(rather like German officers 
in all the old war films) with 
both hands free to fire 
whatever weapons were at 
hand. The weapons in 
question for this were 
simple, as the model had 
been constructed from two 
Jetbike kits I decided on 
twin Splinter Rifles. The 
jetbike has the two engine 
exhausts showing which 
gives it the appearance of 
being more powerful than a 
normal machine. This 
actually looked quite good 
when I had finished it, after 
the addition of extra spikes 
filed down from shoulder 
spikes. The two riders are 
made from converted 
Succubus figures. I managed 
to get them to sit on the 
bikes with only minor 
tweaking of the legs. It was 
then just a matter of 
removing the figure's whips 
and repositioning the arms 
- the riders to the handle 
bars and the passenger, to 
the weapons. I allowed 
them to keep their Splinter 
Pistols in their right hands. I 
only made one other jetbike 
which was fairly standard, 
except that the rider was 
converted from the Female 
Wych with Hydraknives. 

Command HQ^ 

1 wanted the figures for the 
HQ to be unique and not 
just converted from the 
usual stock of Vfych figures. 
The model I chose for the 
leader of the cult was at that 
time the newly released 
Neferata from the 
Warhammer Vampire Counts 
range. She looked kind of 
elegant in a long flowing 
gown and fitted the bill for a 



character of nobility but 
without loosing that fierce 
crazed, gladiator-type gaze. I 
was able to remove the staff 
and dagger which the model 
carried and replace them 
with a Shredder and set of 
knives. For her sidekick, I 
chose the Bretonnian 
Sorceress which I fitted with 
a Splinter Pistol and an 
Impaler. The Archon of the 
‘Cult of Endless Night' was 
made from a Dark Elf 
Sorceress which I gave a 
Splinter Rifle and a single 


Hydraknife. She is the only 
figure not to have black hair 
in the cult, hers is a reddish 
brown, this is more to do 
with the way that my story 
was unfolding and the 
religious concepts with 
which it dealt rather than 
any modelling requirement, 
she also is in a long flowing 
gown type outfit rather than 
the normal Wych garb, being 
a leader of the cult I figured 
that she would have a 
certain status once taken 
out of the fighting arena. 





Succubus 


lot of heavy equipment 
nd that Wych armies don’t 
lave Haemonculi, I decided 
hat someone needs to be 
here to see that everything 
uns as it should. This figure 
gain uses parts from various 
rtodels. Her legs are from 
he Wych five figure, whilst 


concept. It is clear from the 
Codex that the Wych Cults 
are gladiatorial in nature. I 
paralleled this with a real 
world scenario of which I 
am familiar, this being that 
of motorcycle gangs. In 
some of these gangs, (no I 


never have but do know 
several people who in the 
past have) if you wish to jc 
you might be invited to 
'prospect' and if after a 


e; it is actually 
the Succubus 
fit OK and I 


Succubi 


nd to be worthy then 
become a fully fledge 
mber. I assumed the s 


it. The final attachmi 
the addition of a Tec 


removed from a backpack; 
this has been fitted to a 
shoulder spike. 


right leg replaced below the 
knee with one from the 
plastic Warrior sprue so that 
the foot is flat on the 
ground, the other leg has 
been raised ever so slightly 


The Daughrens oy Amen 

I decided to introduce a 










ELne Wych S Quad 

I needed some elite troops. 

I decided to make another 
Wych Squad, whilst most 
squads had a figure that 
carried a small standard I 
wanted a big one to 
represent the whole army. 
The standard I printed on 
my PC pulling together 
images from various 
paintings that I have done 
over the years and reducing 
them to a suitable size. The 
main bit in the middle is the 
Shen Ring that is actually 
the symbol of my own 
House, (The House of Lone) 
the inscription for those 
who are at all interested in 
hieroglyphs reads: 

‘Homage to thee, Osiris, 
lord of eternity, king of the 
gods, many of names, holy 
of creations, hidden of 
forms in the temples, lord of 
praises, chief of the sacred 
food in Heliopolis.’ 

It is still however rather a 
large standard, so much so 
that I had to pack the under 
side of the base with bits of 
metal to make the figure 
stand up. As this was 
supposed to be an elite 
squad I wanted the leader to 
be the army's champion. 
Again she is converted from 
a Succubus figure and 
basically what 1 did was 
remove the arms then 
replace them with those 
from the Drazhar miniature, 
which 1 was able to get from 
Mail Order. Also I have 
glued a plastic pistol to her 
right leg as well. 

Raiden Sgrnd 

Something that 1 had 
overlooked in all this was 
the Raider, it was true that 1 
had one, but I had no 
Raider squad. I considered 
that I could mount the Wych 
Squad or one of the Warrior 
Squads on it, but then 
decided against this and 


went down the avenue of 
forming a small five figure 
unit for this purpose. The 
squad was more tricky than 
it at first appeared. 1 had the 
idea of creating a unit that 
all had the same weapons, 
along the lines of the 
‘Daughters of Amen,’ but as 
well as that, not only had 
the same basic colour 
scheme but had the 
individual parts of their 
clothing the same colours 


arms as well as one made 
from a Wych five figure and 
a Female Wych with 
Hydraknives figure. 

Scounges 

I only converted six of these 
as all that hair on the Wych 
models 1 was using kept 
getting in the way in order 
to fit the wings and it was a 
pain having to file out a slot 
that exactly fitted the wing 



rather than just the general 
overall effect. The weapons 1 
went for were a Whip and a 
Splinter Pistol. These were 
probably the most readily 
available to me as 1 had an 
ample supply taken from 
Succubus figures which I 
had previously used. 1 
already had a standard 
Succubus figure so 1 could 
not have one of them. I have 
one that looks very similar 
but if you look closely you 
will see that she has plastic 
arms, there is another one 
that looks similar but the 
Whip arm is a Female Wych 
Impaler arm and the right 
arm is actually the slightly 
repositioned Succubus left 
arm. There is also one in 
which the Whip and the 
Splinter pistol have been 
changed to the alternative 


shape. I then had to try and 
build up the hair over the 
attached wing again using a 
resin glue so that it 
appeared to be flowing back 
over them. They have been 
mounted on flying bases so 
that they look more 
dynamic. The Succubus is 
converted from a standard 
Succubus figure and has 
been equipped with a Great 
Sword from a Warhammer 
Dark Elf Knight, (1 think it 
came off the general I got 
with the Armoured Cold 
One) and a Splinter Pistol. 
Another has a Shredder 
whilst of the others, two 
have Dark Lances and two 
have Splinter Rifles. I tried 
to get a good picture of 
them but it was to fuzzy to 
print. However they can be 
seen in the one of the side 
view of the whole army. 
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War Walken. 

As for Heavy Weapons! Well 
first of all I had to think of a 
reason to have some, after 
all no Haemonculi, no Talos? 
First of all I rather fancied a 
War Walker. These seemed a 
feasible Wych thing as they 
are thin spindly and 
probably quite 
manoeuvrable and nimble. 
Once more Mail Order came 
to the rescue here. I was 
able to get the exact bits I 
wanted for the miniature. 
War Walker legs, torso. 

Wraith Lord, (Dreadnought.) 
left arm and power-plant; 
Ravager Disintegrator and 
Dark Lances. I cut a Dark 
Lance from a spare Warrior 
arm I had and mounted it in 
the heavy weapons space on 
the Power Plant. I then 
removed the standard 
Shuriken Catapult on the left 
arm and replaced it with the 
Disintegrator. The right side 
was fitted with three Dark 


triangular 
formation, these 
were mounted on 
a cut down spindle 
from a flying base 
which fitted neatly 
into the arm 
socket. The 
cockpit was scratch 


the back with a 
grill plate which 
came from an old 
plastic kit of 
unknown origin. 
The floor was 
made from a cut 
down square 
figure base. The 
controls are again 
made from the 
spindles of flying 
bases and the front 
from the 

bits of the cowling 
I had left over 
form myjetbike 
sidecar model. I mounted a 
final Dark Lance underneath 
the cockpit and to finish the 
War Walker off I endowed it 
with copious amounts of 
spikes, as well as two scythes 
from the Talos model which 
have been mounted on top 
of the power-plant. The 
Wych pilot was again made 
from that useful Wych five 
model. I used the head and 
upper torso, (The bits left 
over from my Tech-Wych 
figure) I coupled these with 
a set of plastic legs from the 
Warrior sprue and plastic 
arms from a jetbike rider. 
Finally I fitted a targeter, 
(which I had removed from 
the Dark Lance under the 
cockpit) to her head dress. 

Gnav-PlaTpoms 

I then turned my attention 
to Grav-Platforms. These 
were easy, I just added those 
little plastic spikes you get 
with every plastic Dark Eldar 
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sprue and mounted twin 
linked Splinter Cannons on 
one and twin linked Dark 
Lances on another. The 
weapon operators were 
converted from the 
Succubus figure. 1 used 
various bits from the original 
Eldar Gunners to accomplish 
this, such as the button hand 
with the attached cabling. I 
also mounted them with the 
targeter from these figures. 
On one of them I fitted a 
spike from a jetbike kit 
under the raised foot to give 
extra pose to the model. 

With these however I wanted 
to put Scouts, the theory 
being that they could then 
be used to lay down 
accurate fire from an 
obscured position, especially 
as the Scouts would be 
equipped with targeters as 
well. The first one was a 
simple Wych five conversion. 
The other was a different 
matter altogether. 1 had 
several bits left over and no 
complete models to work 
from at that time so I 
decided to try and make 
something up, with I think 
quite good results. I used 
the right leg that I had 
removed from one of the 
Kruellagh figures the other 
leg was from a Succubus 
figure. The torso was from 
the plastic Warrior sprue as 
was the right arm which held 
a Splinter Pistol, the left arm 
being from a Succubus 
figure and carrying the 
standard Whip. Finally the 
head came from a 
Warhammer High Elf Maiden 
Guard figure and was 
equipped with a targeter 
from the plastic Eldar 
Guardian sprue. The figure 
was posed in a crawling 
position. 

Rampage n 

There is one other model, 

(to date) in the heavy 
weapons category. 1 wanted 






something that not only had 
loads of firepower but 
actually looked big and 
tough. I thought about 
gening a Ravage r, but to be 
honest these look just as 
wimpy as Raiders. Still it had 
to be something Dark 
Eldarish? I decided to build 
a sort of Super Ravager and 
in the ‘R’ fashion have called 
it a Rampager. To do this I 
purchased a Raider and a 
Ravager model, I also had a 
Scatter Laser left over from a 
previous conversion and I 
got two Bright Lances from 
mail order. The first thing 1 
did was to construct the two 
chassis as you are supposed 
to for the normal models. 
The drivers seating column 
was removed from both of 
them. I then removed the 
triangular front bits just 
level with where the hull 
butts onto it, cutting off the 
overlapping curved bit that 
goes back to the body on 
the right side of one hull 
and the left of the other. 
Then I filed flat two small 
sections on the rear engine 
part so that the two chassis’ 
could be stuck together. In 
order to do this I had to 
trim the inside curved bits at 
the front which formed 
another contact point 
between the two pieces. 

This gave a vehicle frame 
that was already quite a bit 
wider than a normal Raider. 
Following this I glued one 
of the front triangular 
sections onto the front in 
the middle to form a single 
pointed bit like on the 
regular models. I adapted 
the undersides of these to fit 
into the fronts of the hull 
tubes and used just one of 
the triangular undersides for 
the front bit. After this I cut 
the opposite sides off the 
two parts that held the side- 
plates, (the bit that the 
figures stand on) and 
mounted these in the 


normal way under the hull, 
but found that they were 
just a little short to join 
together. In order to give 
the whole thing extra 
structural integrity I used a 
strip cut from the sprue to 
join these together at the 
front and the back. The 
metal Ravager sides were 
then added as normal. The 
two spare side plates were 
butted together to form a 
wider platform that was 
then glued onto the top of 
the hulls to form a raised 
platform. I trimmed the two 
sides of the other front 
triangle to form sides for 
this structure. In order to 
extend this platform a little 
to the rear I used the bit off 


the underside of the other 
front triangle. This was 
strengthened by a ram and 
more spikes were added 
and attached to the rear of 
the vehicle, sticking out over 
the engine outlets. This 
enabled me to glue a driver 
seating column in place in 
the centre. 1 was then able 
to add various other spikes 
and blades as normal. 

At the front, (where the 
Dark Lance on the Raider 
would be) I mounted the 
Scatter Laser, I adapted a 
Succubus figure for the 
gunner, I also left the shield 
off the weapon as it then 
looked more pivotable. The 
two side weapons, (where 
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female torso from the 
Warrior sprue. This left just 
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The Cult of Endless Night 




I constructed a special gun 
base which used spares from 
the Imperial Cruiser kit for 
Battle Fleet Gothic and a 
square figure base with 
flying base spindle. The gun 
itself was a twin Bright Lance 
with the two shields turned 
sideways like on the 
traditional War Walker, but 
filed so that they would fit 
flush with one another. This 
made quite a large double 
barrelled weapon. For a 
firing mechanism I used cut- 
down flying base spindles 
with the handle bar and 
associated bit from the spare 















Above: Details of Sean 
Patten’s Chaos 
Necropolis. 

Left: The Chaos Blood 
Pool 

For more on Sean ’s 

Chaos terrain 

see pages 18-24 •' 

























